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he game I purchased that was 

7 completely different than | 

expected was Rambo for the 

NES 1 saw him firimg a machine gun 
on the package and it looked really 
cool. So | bought it. When I got home 
1 started to play the game. It was bor- 
ing. All you could do was walk around 
and fight with a knife. The only ene- 
mics ] met were spiders, gorillas, 
bugs, etc. Also, you moved around by 
standing on blocks labelled “N* or "S” 
for north or south. It was a real disap- 


peintment. E. 
Scott Nichols 
Hudson, ME 


bout seven months ago I pur- 
Ff “| chased Final Fantasy Mystic 
Ouest, | was thinking it 
would be somewhat like Final Fantasy 
Il. As it turned out, ] was wrong, It 
was too casy and the fun of freely 
exploring the world was gone. Don’t 
get me wrong, the graphics are won- 
derful and it 1s good for beginners. 
After 1 hought it, it turned out to be a 
disappointment 


Beau Eckermann 
Montgomery, AL 


GIVE US ALL OF YOUR CANDY...NOWII! 


os 


“Reptie” Anderson, Zech “Reyden* Gerssler, 

“Scorpian” Anderson strike o pose before 

merauding through the streets of Newburypart, 

Massachusetts, in search of sugar-caated swog on 
tain evening at the end of Octaber 


AY hen 1 saw that my mom had 
yy bought The Magical Quest 

for Super NES FE thought it 
would be really dumb and boring 
because it had Mickey Mouse in tt. 
But when | sat down and played it, it 
wasn’t so dumb and boring—it was 
actually cool and also had awesome 
graphics. Whenever I had doubts, I 
just got out Volume 44 of Nintendo 
Power and found some awesome info 
on how to play better. Finally, a cou- 
ple of weeks later, I beat it thanks to 
Nintendo Power, Now Nintendo 
Power is even helping my mom to play 
better, Mom said Nintendo Power 
helped her to make a choice on what 
game to buy and probably always will 


from now on. 
Ricky Cupp 
Upper Sandusky, OH 


thought it was like the arcade 

game. | was disappointed because 
it was a Zelda wanna be. After master- 
ing it without help, 1 turned out to be a 
good game after all! 


Alex Hernandez 
Yuma, AZ 


Ay, any months ago, you did a 
d review of a game called Out 
Of This World by Interplay. 
When I purchased it, ] was under the 
impression that it was a Contra-like 
action game with different graphics. | 
was very surprised to discover that it 
was the exact opposite of my original 
assumption, | loved it. The animation 
was splendid and 11 really made me 
think. In fact, I told my social studies 
teacher about it and he asked me to 
bring my Super NES in to school with 
the game Before school, I showed him 
how to complete the game and he used 
it as a problem-solving demonstration 
for all of his classes! It was a hit. Five 
people | know bought the game! It was 
a very interesting chain of events. 
Figi C. Hebden Il 
Sewell, NJ 


ti purchased Capcom's Willow I 


J bought a game two months ago 
f called Mech Warrior. | beat the 
game in nine hours, | saw the 
game in one of your issues and it 


looked cool. It gave me enough infor- 
mation to make me decide to buy tt. 
The only problem | had was that it 
wasn't very interesting or challenging, 
especially in the Attack Tank! 
Mark Wynne 
Aurora, CO 
once bought a game froma 
j friend called Fester’s Quest. 1 
was expecting a great game 
after reading about it in Nintendo 
Power. But even with the magazine at 
my side, tt took me two and a half 
hours to make it to the first boss and 
another two to make tt to the second. 
A fend of mine bought the game and 
it took him eleven hours to reach the 
end using the magazine. I thought the 
review was misleading. But other 
games such as Star Wars, The Empire 
Strikes Back, Maniac Mansion and 
Super Mario Bros. 2 are better than the 
teviews. 
Mike Fink 
Montoursville, PA 


What do you think about 
the content of Nintendo 
Power as it applies to game 
types? Do you think we 
should revlew more {or few- 
er) actlon games, sports 
games, RPG’s, simulations, 
etc.? OK, you know the 
drill....write to us! 

y “ 


NINTENDO POWER 
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P.O. BOX 97033 
REDMOND, WA 
98073-9733 


| 


g, your buying power 

ly be growing by now. 

l be more special contests 

to enter In the coming months Are 
you collecting your Kellog’s cereal 
box tope? If you want to keep saving 
your Stamps, great, but trust me-- 
itll be difficult to pass up scoring a 
great deal on the new merchandise. 
Ana remember, only Super Power 
Club members like you can get the 


goode! 
Gail Tilden 
Edivor-in-Chief 
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Coll for service, gener! assistance 
or to change your eddess between 
44m ond midnight Pecific time, 
Monday through Saturdey 0 6am 
snd? pm Sunday 
Franch and Spansh- speeking 
represantetives ere evaileble 


GAME COUNSELING 


1-206-885-7529 


(TDD 1-206-883-9714) 


Call our Game Counsefors for holp between 
4am ond midright Pectic tmo, Mondsy 
through Saturday or8 am end 7 p.m 
‘Sunday tts long distance so before you 
ell be sure t get permission from 
vwhoover psys the bil. 
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BLOWN AWAY 
BY THE NBA! 


Withall modesty, 
1 must admit that 
my awe-inspiring 


natural athletic 4 

abilities allow me r 
to dominate in A yp 
every sport 1] try. 2 , 
So for an even SLAMMIN’ 
greater | chal- SAMMY DUNCAN 


lenge, I'm taking 

up video games and now find myself 
recruited by Nintendo Power as anedi- 
tor. At first, didn’t think that I'd really 
be inte sports video games I thought, 
“Why should [ sit in front of the TV 
and play this thing when I can go out 
on the field or court for the real deal?” 
Then they handed me Acclaim’s NBA 
JAM 1] didn’t know anything about the 
game before seeing it on the Super 
NES because] avoid arcades. So many 
people would recognize me—you 
know—crowd control problems, auto- 
graphs, and so forth. However, this 
game really amazes even me. 


| PLAYER RATINGS 


the 


| zi SPEED | 


=e SF TRS 
DUNKS = 


| Players are vated in four categories Sammy saz— 
“Review the stats before mekeng your choice.” 


NINTENDO POWER 


Oyster Bay, NY—If you’re looking for 


a realistic video hoop game, NBA 
JAM isn’t it You'd be better off with 
Nintendo’s NCAA Basketball How- 
ever, if you want to 
soar high over the 
floorboards — (and 
backboards'!) = with 
the pros-NBA JAM 
is the only game in 
town! Period. This 
game is a straight arcade translation— 
four players and all! Instead of hauling 
all ten players out onto the court for 
an “official” basketball game, NBA 
JAM matches up top hoop profession- 


“Something is 
going on here... 
and it’s fun!” 


_|THE SUPREME COURT 


MULTI-PLAYER EXTRAVAGANZA 


by Acclaim 


als in fast-paced two-on-two shoot- 
outs, One thing you'll instantly notice 
about the game ts that all of the play- 
ers seem to have super-human ebili- 
ties, Now, judging from NBA high- 
light films, you may be inclined to 
believe that some 
Players are super- 
human anyway. But 
seeing Seattle’s 
Shawn Kemp ram 
home a 20-foot-hngh 
end-over-end quad- 
tuple-fip,  backboard-demolishing 
monster dunk with two defenders on 
his back will do more than raise your 
eyebrows. Whoa, baby! Something is 
going on here .and it’s fun! The 


i] The geme programmers logged an incredidle number of hours creating the vasl vanoty of choracter poset. 
NBA Jem © 1993. Micway 1s @ trademark of Midway Menufacturing Company The NBA and NBA Team trademarks used herein are used 
under license from NBA Properties Inc All nghts reserved NBA JAM SESSION ts trademarked and owned by NBA Properties Inc 
pie. ih A ob. tee, See. 28 Oo. . £44646 £15 ee | we be eS . sehen £446 seo 
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Chaose to play os ene of two actual pro hoop stars 
when you select your lsam. Recognize anyone? 


graphics are detailed to the point 


where the physical characteristics of 


all 54 players are easily discernable. 
Everything from height to the amount 
of hair a player has on his head is 
player-specific. Naturally, some play- 
ers are better than others in turn, it’s 
only obvious that some teams are 
going to be better than others. On the 
team/player selection screen, you'll 
see a chart showing abilities for each 
player in four important categories: 
speed, 3-point shooting, dunks, and 
defense Choose wisely, 


Sot the overall speed of the game and your opponents 
{Drone} difficulty levels on tho Option screen, 


z 


NBA JAM 


TAP INTO 4-PLAYER 
JAMMING FUN! 


Playing NBA JAM with one or 
two players 1s an amazing experi- 
ence, but when you bump the to- 
tal number of basketball craztes 
playing this game up to four, peo- 
ple just go nuts' NBA JAM isn’t 
the first Super NES game having 
the capacity to treat more than 
two players to simultaneous play, 
but dare f say that this is the best 
four-player game available for the 
Super NE or any other video 
game system’? Sure, I'll say it 


“|... the best 4-player 
game available.” 


Players can join in during a game, 
too, Even though the game’s arti- 
ficial intelligence level is quite 


high and adjustable, there’s noth- 


ing quite like challenging a 
human opponent! There are a 
couple of multi-player accessories 
available. Hudson Soft's Super 
Multi-tap 4-player adaptor is 
available with Super Bomber- 


Its four Controllers into ono with the Multi tap 
accessory Invite your frends over to play! 


man Theres nothing wrong with 
that deal—-it’s a very cool game 
Al press trme, Builet Proof Soft- 
ware 15 planning to offer its own 
version ol a multi-player adaptor 
Others may follow soon 


Player 2 can jump in as yaur tearnmate while players 
3 and 4 will play as your NBA opponents 
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GOING TO THE GLASS 


[ prevtously mentioned that the play- 
ers in NBA JAM seemed to have su- 

per-human powers. Their ineredible 
moves are made possible by the pres- 
ence of the Turbo Buttons—L and R 
on the Controller. The gauge under 
4 player’s name on the screen repre- 
senis the amount of “Turbo power” 


ee 
«... the net will 
incinerate when you 
score a hoop!” 
ee 
he has, Several things happen when 


you press the L or R Button. First of 


all, your shoes will turn color for as 
long as you depress the Button and 
for as long as you have Turbo power 


remaining. When the Tur- 
bo function is in effect, 
you can run the court fas- 
ter and you canjump high- 
er This combination can 
make for some sick dunks! 
Another important point 
is that if you manage to 
score three times tn a row 
without Jetting the oppos- 
ing team score, you will be 
“on fire.” The ball will glow 
with heat, smoke will tratl 
from the leather orb when 
you put tt up and the net 
will incinerate when you score a 
hoop! Your chances of seoring are 
greatly enhanced when you are on 
fire As an added bonus, you also 
have unlimied Turbo use when 


When a player scores two buckets im a row youll hear 
mentetol bellow “He's heating up?” If you manege to score ageia 
witheut the eppesing eam sconny this will be the fiery result, 


you're on fire, so keep the L or R 
Button pressed until the other team 
scores and you resume your “nor- 
mal™ playing status. 

Some players have more impres- 


New York s John Sterks goes up end ever Detroit s 


Bill Lesmboor for & 


streight two hended stuff! 


DIVISION 


PLAYERS 
& 
TEAM 
LOGO 


SAMMY'S 
CORNER 


s) 
et 


NINTENDO POWER 


Avaid teking 1 into 
the pain! with these 
guys~ thay struggle 
en Ihe offensive side 
of things. The blight 
spot for the Mavs 15 
their defensive 
talents es 

Harper 


WES 


The Nuggsts heve a 
strong inside game 
and pley tenecious 
defense bul you cen 
foige! ebou! taking 
the offense outside 
the three point line 
Its non exstent 
fram trey ville’ 


1A Leket Viede Divec not necessarily e dunking 
powerhouse mekes ¢ strong move to the hoep 


OFFENSE 44% 
CDEFENSE | Racexl [wax 


Hakeem ‘The Dream 
Glejuwon with his 
outstanding play bas 
turned Houston's 

chances of taking the 
title # reality! His 

Inside game 1s tough 
Hes the ruler of the 


peintl teams, 


ERN: MIDWEST 


Louks like tt ceuld be 
another ho-hum sea 
son for the fledgling 
Timberwolves, espe- 
erally when you take 
@ gander at their ho 
hum strengths Not 

‘the best choice of 


Charlate s Lery “Grandmeme* Johnson shows em how 
Its done! Weit—whare ere the dress end the wig?!? 


aa Ik 


Can Mr Robinson 
kick up his Spurs to 


Here s yet another 
contender! John 


make a sun fei the Stockton cen tak: 
playofis this year? | care ef busines 

tts possible San the penmeter j 
Antonis ts destined Karl “The Mi 

lor greatness Malone 

soon but probably fh 


not nght now 


sive dunks than others, The 
extreme dunks usually oc- 
cur when a player is “on fire.” 
They get all charged up and 
have a greater tendency to 
go forsomething really wild. 
Even a player who has little 
or no dunktng talent can put 
on a chnic when he’s on 
fire. The same goes for pass- 
ing and three-point shoot- 
ing. Any player will experi- 
ence greater passing and 
three-point accuracy when 
he’s on fire. For players like 
Golden State’s Chris Mul- 
lin, Detroit's Isaiah Thomas 
and Orlando's Scott Skiles, 
to be on fire 1s a double- 
bonus m the three-point 
shooting category, All three are excel- 
lent shooters Sacramento’s Mitch 
Richmond and Detroit’s Isatah Tho- 
mas can literally fly down the court 
when they’re on fire. These two 
speedsters have the fastest wheels in 
the NBA. Since they are both great 
three-point shooters, they'll have a 
distinct advantage when it comes to 
getting open to attempt the three- 
point shot. Speaking of three-point 
attempts, don’t be afraid to take an 
extraordinarily long shot Shots taken 
from behind the half court line con- 
" nect with ther target more often than 
you think they should. Last-second, 
full-court desperation shots have been 
game winners on many occastons! 


SAD =O 


The Warriors are quick — Manning and Harper 


and are quod shooters, | complement each the Lakers are long this yeart The Round Clyde “The Glide all the way in ‘$4? J dale 1s good but Mitch 
especially with Mullin} other quite wall on the | gone, but if James | Mound of Rebound dsasjustabout every | Seems reasonable | Aichmand 1s king of 
‘takeng top honors in court for tha struggling § Worthy is still an the — and an under rated thing en tha court Especially when you § the court when Sacre 
the threeyparm ares, Clippors. However caurt, Things cant be — Kemn Johnsen font a — Back fim up with consider thet Shewn 9) mento comes to tewn. 
However, they dont | esther disgkays All all bat Dwac makes | balanced attack Sir | Kerry Porter @ fairly | "Rewn Man” Kemp | He doss everything 
farm quite as wall on f Star talents in any up for hes snail ka Charles ceratnly takes decent Ihres paint hardly ever misses a f oxcept play good 
defansive end of | importantcategory Toa | speed with tough-guy | the caka—and eats, — shooter and you've jam Schrempé detense. Ba careful af 


bod. 


The Wonder Years for 


defanso. 


Phoonix s Sis Charles Barkley shalls 1he rock from three point 
fond! He s not just heating up 


he's on fire babyt 


Christan Laettner has been known to 
toss in some extremely long treys, In 
summary, whatever offensive moves 
you make, the addition of Turbo 
seems to help. 


és 
From the opposite end of the court Detroit's Bilt 
(ammbesr throws up a Hail Mary shal. 


WESTERN: PACIFIC 


20 sie Ale eS 


aie rl oe 


ek Tye ELIT as 


‘A contender for the ute 


The ammupresent 


gota wanning combo! 


— Ss 


NBA JAM 


ROCK TOSSERS & 
RIM WRECKERS 


Here are Slammin’ Sammy's 
chotces for the top three NBA 
JAMmers in the three-point 
shooting and dunktng cat 
(Your results may vary slightly ) 


I. Chris Mullin (Golden State) 
2. Isaiah Thomas (Detroit) 
3. Scott Skiles (Orlando) 


|. Shawn Kemp (Seattle) 
2. Clyde Drexler (Portland) 
3. Kenny Anderson (Orlando) 


Could the Sonics go 9 Overall, Waymon Tis 


‘struggles a bit thal 
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AGGRESSIVE “D” IS KEY 


Even though NBA JAM 1s a show- 
case for the offensive talents of NBA 
superstars, defense can never be 
ignored. Impressive displays of 
dunking power will always bring the 
crowd to its collective feet, but an 
impressive display 
of defense will win 
them over and 
make true fans of 
them. It will also 
win you a lot of 
games Let me put 
it this way. If they 
can’t score—you can’t lose! This 
adage only holds true if yeu can score, 
but I think you get the idea. Since 
NBA JAM doesn’t feature referees, 
it follows that there aren’t any fouls. 


“If they can’t 
score—you 
can’t lose!” 


Some people may call it “rat ball” at 
the professional level, but in NBA 
JAM, you have to play tough D if 
you want to win, That means taking 
your opponents out by pushing them 
out of the way whenever you possi- 


bly can. 
There are several 
important tech- 


migues that Id like 
to mention here. 
First of all, if one of 
the players on the 
opposing. team 


seems to be getting the ball more 
often than the other, you should 
consider double-teazming him. The 
more pressure you can apply, the 
better your chances are of getting a 


Even e retetively dimmutive guy like sich Themes cen knock big Pairick Ewing eut ef Ihe way 


Extiemety strong in 
all atees Cherlotte s 
Johnson end Movin 
ing should be ebte te 
run wilh enyone 
‘With the exception of 
New York they 1¢ the 
most telented leam in 
the East 


Stacey Augmon should 
be eble to do quite 
well bacause they have 
@ good balance be 
tween offense and 
defense. 


NINTENDO POWER 
ot Ot ae ahs AN 


The defending NBA 
chempuans cant be 
ike Mike anymore 
Who cares? I! they 


fine Pippen ts 
arqualily the best 
player in the NB/ 


EASTERN: CENTRAL 


el oe tie xl ois 288 


rl EAA TI 


tht 


= A = ae. 


Notorious for his detensive pley Bull Laimbeer knocks 
both Ewing and Sterks to the foe: Thomas too! 


turnover. Second, if you want to 
retain your hot streak and remain 
“on fire,” just goaltend any shot that 
your opponent throws up. Play 
Strong defense when they throw the 
ball in bounds, but drop back and go 
for the goaltend if they manage to 
work the ball down court. They'll be 
credited with the points if you are 
caught goaltending, but your hot 
shooting streak will continue. I'd 
trade two-pointers for three-pointers 
and easy dunks all day if 1 could. 
How about you? 

Try to position yourself rn the “pass- 
ing lanes.” What this means is that you 
should move to a position that is 
directly in line between the two oppos- 
Ing players. If you can keep moving 
into their passing lanes, your chances 
of stealing an errant pass are greatly 
magnified. Players with a lot of speed 
and good defensive skills will come 


—— 


bucKs 


kkk 


Considered under 
dpgs bul possessing 
‘the ebility to surprise 
anyone Merk Price 
an¢ Bred Deugherty 
make up e team thel 
has @ promising 
filure eheed The 
Cevs could be hot! 


to be teund! Zip 


Tung 


can win big 


Foigel about trying to 
impress anyone with 
Botrort’s dunking 

ability I's nowhere 


Noda However every 
8 SeeMS to 
point 10 a team thal 


Match Milwaukee up 
against Indrene end 
you d have yourss 
pretty close albeit 
pretty uneventful 
game Nonetheless 
Loheus end Edwards 
ler 


Reggie Miller 1s @ 
better pieyer then 
Derrick McKey but 
the Hoosier state s 
only pro hoep team 
ceuld take some 
lessens ftem the 
collegiate power 
houses in the stale 


Twice during a game—between the 
first and second and then again be- 
tween the third and fourth quar- 
ters—coaching tips will serve to 
give you some pointers and advice 


WHEA GPF SCREER TAY Te STAY 
AUAY FROM OPPOSING PLAYERS. 


out of a game with the most steals, 
The ability to steal the ball 1s crucial to 


scoring consecutive buckets and 
attaining the desired “on fire” status, 

Players with good defensive abth- 
tes who are fast of foot should apply 
pressure to the ball-handler as he 
brings it up the court. The taller play- 
ers usually have good defensive abili- 
ties but are not as fast of foot. These 
are the guys that you want in the 
paint. They can block shots like 
they’re swatting flres, 

In a way, it’s more difficult to play 

reat defense than it 1s to be a great 
offensive threat, Teams that can cause 
many turnovers will end up ruling the 
courts in NBA JAM! 


WISDOM FROM THE BENCH 


NBA players are the best in the world 
They don’t even need to be coached, 
right? Well, even the pros need some 
help at times. As | mentioned pre- 
viously, NBA JAM will offer offensive 
and defensive tips between quarters. 
Pay close attention to the information 
you receive It may just help you to 
gatn the edge over your competitor 
Generally, the best moves, both offen- 
sively and defensively, require that 
you use the Turbo Button. For 
example, before putting up a jump 
shot, tap the L or R Button quickly to 
throw your elbows. This will usually 


NBA JAM 


clear away any pesky defenders who 
are trying to get m your face. Tins 
technique also works wonders after 
you've grabbed a rebound. Fast Turbo 
passes are less Itkely to be intercepted 
and stolen by the defense. When play- 
ing defense, run up to the bail-handler 
while you are holding the Turbo But- 
ton and press the steal Button. Doing 
so will result tn the ball-handler bemg 
pushed to the floor if you are in the 
proper position Knocking him downa 
few times ina row usually results ina 
turnover Steal it! 


The bast way to pley defense on NBA JAM is mentoman and in their face! Remember there ery nu retereus so 
Ihera are ne fouls Commit ell the flegrant fouls that you want. Get mean end get efter Ihal besketbell? 


EASTERN: ATLANTIC 
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Dee Brown runs the 
offensive showtor the 


The Heat dont have 
te fave for heating 11 


‘The Nets probebly 
wan't be seeing & 


‘Strong on all catego 
hes. especially 


im the outside and 


hoot The Bullets 


bad, but they leck 


‘Wwetherspoon end 
Hornecek sun the 


Celtics while Robert 
“The Chie? Parrish 
stlt has enough 
elhlenc prowess to 
control the beards on 
the defensive end of 
things 


ee, ee 


up on the oflensive 
end of the court, but 
both Reay Seikaly 
and Herold Miner 
get Things smekin 
when they take a 
elensive posibon 


let ef their shots 
incinerele the nets 
especially if they 
TUA up agains! & 
team that pleys 
strong defensy They 
need time to mature, 


defense the Knicks 

definitely heve 

et the NBA title this 
yuer Petock Ewing 

will undoubtedly be 
on the bellol for Ihe 
MVP voting 


ules cant dunk, but 
| you reverse these 
roles you ve got @ 
team Ihet cen periorm 
magic on the court! 
Where's the Sheq 
Attag? 


floor well and shoet 
consistently wel! but 

Sixers ere still 
looking fer someone 
to replace Or 
femembei him? Good 
luck, Philly 


contender in the East. 
Guplietia can mally 
pley the Denil 
Grant's quick. thotygh 
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Wolfenstein 3-D, the popu- 
lar PC action/adventure 
game, comes to the Super 
© NES in a smooth-scrolling, 

six-mission _ shoot-‘em-up 
© that is Mouse compatible. It °]/ 

features fast-paced action 
lo snd stars Top Republic Spy 
B.J. Blazkowicz. 


oO 9 9 io] 


N ON A MISSION 
BJ Blazkowicz reports directly to the president, who depends on him to 
get the job done—no matter what the jobis He has an impeccable record 
andd hard-carned reputation as aman who always manages the mission 
and comes back alive—a tough combo in this line of work This series of 
missions takes BJ through many maze-like levels, each more deadly 
than the last, as he battles his way 10 his ultimate confrontation with the 
Master State's corrupt commander in chief, the Staatmeister Ths PC 
classic makes an impressively smooth transition to the Super NES, but 


© ree! mel ising 3 ather ¢! e ise, |S lop Republic spy BJ Biazkowiez et your sermce 
we recommend using a regular Controller rather than the Mouse, When the missica calls lor the best. the president cals 
for Blazkowicz. 


which can make maneuvering confusing 


The mazes are shown im firs! person 
perspectrve You!l see your hand and 
the weapon yau ve acquired os you 
juin end search yeur surroundings 


Blazkowicz starts the game armed 
only with a pistol, which is weak com- 
pared to the more powerful weapons 
he'll find as he searches the different 
Noors He ptcks them up by walking 
over them The shot meter keeps 
track of how much ammo ts on hand 
ch weapon, and the Select But- 


ton eycles through the available weap- The fast and powerlul Mechine Gun is the The berre) of th 
ons. fisst weapon you li ind Hold the fire button ns at hires off @ sti 
down for rapid fire of ammo 


m of shots Ii uses lots 


FLAME 
THROWER 


NV you use up al! of your emmunitien you lt be stuck The enemies will hat foot it out of there The dreeded Bazooka is the most po 
trying to delend yourself with the Knife which 1s when you urn up the heal wsing the Flame weapon in the game Use it to fire 
witctically useless apeinst streng enemies Thrower It's hot! hut powerful — rackets 


1 WATCH 
YOUR BACK! 


Some of the encmtes shoutat you, 
but others are totally stlent. You 
wort hear them stalking you 
Watch B.J.’s face in the box at the 
bottom of the screen. He'll turn 
when someone’s sneaking up 
behind him 


3 FIND THE 
SECRET 
ROOMS 


Each level has secret rooms 
To find them, approach a sec- 
tion of wall, a painting or 
closed curtain and press the A 
Button [fthe panel 1s hiding 
a secret room, a portion of the 
wall will slide back, 


2 HIDE BEHIND 
CLOSED DOORS 


Use the doors as shields. Open them, then, if ene- 
mies are out of range, let the doors close and wait 
until the enemies come closer. Fire as the doors 
open again 


¥ 
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All sorts of treasures are hidden on the different 
floors, itl-gained goods hoarded by the Staatmeister If 
you find all of it, you'll earn a bonus I[f you find 50 of 
the treasures, you'll carn a 1-Up You can also earn bonus 
points by defeating all of the enemies on the floor and by 
finishing within the Par ome 


The game has a handy map feature that 
you can access by pressing the Start But- 
ton, but it charts only where you've been, 
not wherc you're going, soit’s a good idea 
9 to get out some graph paper and sketch 
your own map as you work your way 
through the floors. That way you can 
mark the locations of enemies and secret 
fooms, 


Blazkowtcz’s first mission starts in | ENEMIES: 27 KEYS: 0 
Wid the dungeon ofa castle outside Dres- | | SECRET 
TREASURES: 9 Gaps, 6 


den He breaks out of his cell, knocks 
out the guard, takes his Pistol and 
Knife then fights to escape, 


WEAPONS: MACHINE GUN 


“aN 


| E| ENEMY 
{SECRET ROOM 
J@/SECRETOOOR | 
iat F000 / FIRST AIO 


REGULAR ROOM 
Along with the aken soldiers you Il encounter "A! TREASURE 
huge mulant rats with rabid appetttes for spres ‘mm OOOR 
|@ KEY 
AMMO 


"LOCKEO 000R 


To ext each floor step into tho 
elevators and ge up to the next 
= challenge on the floor above 


ENEMIES: 38 


MIESSION 1 ovis csemes Matcths inginy to | sit 


the northwest corner of the floor to | SECRET ‘ 
FLOOR 2 pick up the Chaim Gun, then work ie TREASURES: 10 OOORS: : aj 

y ay he ele’ : 

you a | WEAPONS: CHAIN GUN, MACHINE GUN 


The Elite Guards carry Machine Guns and are highly 
trained When you defeet ene pick up his gun 


Be sure te pick up the Ammo Pack. It wall smorease 
the nuriber of bullets you can camry 


There "sa | . | KEYS: 
SESSION 2 otucunavoucoccmenvenrs (SMES 1 | ners 


grammed into his mech-brain’ Des- | . | SECRET 4 
FLOOR 3 troy Blazkowicz. There are lersof | TREASURES: § | OOORS: 1 
Furst Atd boxes—and youll need | 
| WEAPONS: CHAIN GUN 
| 


every one, 


fe} 


MEET THE ULTIMATE SOLDIER - 


IS Even with the Chain Gun, you're 

no match for the Ulumate Soldier 
9 in one-on-one combat, Be cun- 
ning. Watch your back and try to 
is attack from around corners, 


Don’t go toe to toe wath hem. Use the 
blocks in the center of the room defensivaly 
Attack from around the comers and power 
up when your anergy runs low, 


MISSION 2 In his madness, scientist Hans "ENEMIES 24 | KEYS: 1 


Grosse has developed a deadly cache SECRET 


of chemical weapons. Your assign- | TREASURES: 
ment in this mission is to break into 37 | DOORS: 3 
his isolated castle to terminate Hans. * | Mears CHAIN GUN, BAZOOKA 


FLAME THROWER, MACHINE GUN 


s 


ye | E, ENEMY 


aD SECRET RODM 
. Ww SECRETODDR 
1 Oy @ Fv00 / FIRST AID 


“REGULAR RODM 


®@| KEY a | 


: BS 
a LOCKEDODDR 
_ CHAIN AMMO 


“gun dol" Pack a » Si 
AME :. _AMMO FOR ; : — as 
THROWER (LEU *** BAZOOKA 


‘AS FOR 
-» BAZOOKA [ZY]... SAP 
THROWER 


“UP el 


KEYS: 2 


MISSION 2 There 1s only one Secret Room on ENEMIES: 33 
Floor 2—many alcoves have enemies, 
not secrets, hiding in them. Replenish TREASURES: 13 Ae 1 
your supply ol Gas for the Flame | _ y Al 
= Thrower and get set to fry mutants, WEAPONS: BAZOOKA, CHAIN GUN 


FLAME THROWER, MACHINE GUN 
‘ _- AMMO FOR 
bin io “BAZOOKA [A] - BAZOOKA 


_, FLAME 


; CHAIN 
THROWER [Sy """ 


GUN 
]... SAS FOR 


FLAME 
THROWER 


had 
a 
J: 


5 
i 


} = Have your weapon ot the ready when you come to 
alcoves Mony of them house mutant enemies 


Just when you think you ve reached safety on Elite 


AN P t is (ca Guard vall attack @s you open the locked re 

+ J a »y 
\INtE! y Fosse Spee ee es 2s ag OE 
\FENDO ia ve eo ae = 9? Si 
Darowi Le gor a + ia . oo — 


MISSION 2 There are lots of silent officers on | ENEMES: 37 | KEYS: 2 


this floor. When you run low on SECRET _ 4 


ammo or energy, seek out one of the "TREASURES: 29 | OOORS: 
Secret Re is, Which h healthy =. 
quanitiies of Saez _ WEAPONS: BAZOOKA, MACHINE GUN, 


FIRE THROWER 


BAZOOKA * FLAME 
THROWER 


[Pa wazooxa Ica AMMO FOR ch. GAS FOR 


Many soldines turk +n the large roam near the 
canter Wotl af the door for them to come to you 


| KEYS: 


MISSION 2 Another of Dr. Schabbs’ experimen- | ENEMIES: 9 
MACHINE GUN, CHAIN GUN 
AMMO FOR AMMO 4 . 
Dr. Schabbs 1s trying to create the ultimate 
soldier by grafting guns into the chests of 


tal soldiers rules on Floor 4. Once — | 
again, you'll find yourself going up TREASURES: 2 eee. 3 
against a much more powerful foe, oe a) 
so use brainpower before lirepower. 

Ey. BAZOOKA ~ PACK 
LAME GAS FOR 
© mutant soldiers who expire. You met one 9 ; 
in Mission 1; another awaits here, Attack 


WEAPONS: BAZOOKA, FLAME THROWER, 
“HANS GROSSE'S GUARD. i -- AROWER |" FLAME THROWER 
o from around corners. 


33 | KEYS: 
i : SECRET og 
TREASURES: 13 OOORS: 5 
WEAPONS: CHAIN GUN, FLAME THROWER, 
MACHINE GUN 


FLAME ),, GAS FOR Tai S) aie 
THROWER TEAMS ES - 


ENEMIES: 


MISSION 3 It's time to puta stop to Dr. Schabbs’ 


evil Operation Essenfaust.You must 
find the doctor and his re-animation 
serum to keep him from creating 
more of his massive mutants 


)... AMMO 
i.  DACK 


E| ENEMY — 
)SECRETROOM = — mt 
SECRETOOOR = @ KEY 
iP FOOO/FIRSTAIO | AMMO | 

[REGULAR ROOM | LOCKE OO0R 


Av TREASURE 
"jam 00R 


Dr Schabbs Mutants are on guard—and 
they're equipped with guns in their 
chests Stay back, away from their blade 
shesp hands They dont wear armor but 
they can take the punishment. 


ow ga 


FLAME 

THROWER 
The action heats up on the second floor, with 
lots of tough enemy attacks Find the gas 
canisters—you’ll want to use the Flame 
Thrower. 


ENEMIES: 38 | KEYS: 


+} TREASURES: 32, Seer 12 | 


WEAPONS: CHAIN GUN, FLAME THROWER, | E 
MACHINE GUN 


W's worth tha tmuble to take a 
side tnp to this Secret Room 
You ll find two 1 Ups inside 


Most rooms on the third floor have 
multiple doors, making choosing a 


route more difficult, The gotng is 
more dangerous because enemies 
attack from more than one direction 


ENEMIES: 58 KEYS: 2 


Treasures: 2 SEURET = 9 
WEAPONS. FLAME THROWER, > 


MACHINE GUN y 
— , 
‘ =] AMMO FLAME GasFor 
tur [Esl pack "THROWER "FLAME 
THROWER =| 


If you want Io uncover all of the secrets and caver 
the whole flool go through the tight door hist the 
center daa second and the left doer last. 


{n rooms wath multipla doois enter and quickly take 
fut all anemies {f yu take too long. soldiers will 
axil another door and attack you trom behind 


‘MORE MISSIONS, MORE MUTANTS. 


This 1s just the beginning for B J. 
o Blazkowicz. As he proves himself 

worthy, the president will assign 

him ever-more treacherous and 
© important missions Dr. Schabbs 
becomes craftier as time passes, 
and his horrible creations all the 
more mutated. Remember that 
charting your own course using 
o Bsraph paper will make the mis- 


Stons casicr Twenty more floors — Dr Schabbs’ demonic mind is hard al wok crealing 
await! ever more mutated soldiers to stap Blazkovacz. 
° 


iJ 9° 2 iJ 


The maps become mare complicated with each 
floot Chart you progress. 


i] 


; ee 
- . ea. A 


When Star Fox was released one year ago, 
Super NES players got a ghmpse of the 
future with fast, 3-D scrotling worlds of fun. 
Now that the second Super PX game 1s 
about to be released, you'll see that the 
future is nearly here. Nintendo’s Stunt Race 
FX puts you behind the wheel of vehicles 
with hives of their own Even with this early, 
unfinished version, you can see that ths 
game 1s headed for a championship season 


RAWEYON) 
Haat 


High speeds and tight corners 
aren’t new to racing, but com- 
bine them with a 3-D cliffand 
falling boulders and that’s 
racing for your hfe! On spec- =a 
tacular crashes, your car flies rea} C itGeel| 2 
apart, then reassembles itself 


Keeping your cay on the ead ands. you can do it again You Il fase me if you crash bul the effect 1s qreat 
allin-onw ptece isnt easy = 


Stunt Race FX combines four modes of play Two players can race in the split-screen 
view or one player can challenge the clock or computer drivers Besides widely dif- 
ferent tracks, the twelve courses also feature varying weather and daylight conditions. 


TRAX 


Go flat oul and try not te gat flattaned on the Spaed 
Trax courses 


TRAX 


yyy 
Stunt Trax aronas heve an assortment of RAY 
‘abstectes like hills, walls and flags. 


The novice tracks include 
Flat Field, Sunset Valley, Sea 
Breeze and Night Owl The 
expert tracks are Aqua Tun- 
nel, White Land, Mt. Storm 
and Night Cruise Each track 
has unique conditions. There 
are four Master courses, too 


hashing frend 1s al fun 
eae sree 


SPEED TEAK, 
STUNT TRAX 

BATTLE TRAX 
FREE TRAX 


Explore worh comrze without worrying about Dealing 
the clock 1 the Freu Trax mode, 


STUNT RACE FX 
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Although the eyes-lor-headlights may make these vehicles look 
intelligent, they need vour help to stay ontrack The charts below 
show the strengths of each one, 


The Four Wheel Drive has fast accele- 
tation and a strong body that can take 
lots of punishment. 


PERFORMANCE RATINGS 


The 4-WD can bounce off 
walls without breaking up— 
at loest for 6 while 


a6 z 


Getting up to speed quickly Maxmum speed on the 4-WO 1: 
helps on curvy courses. mitted 


The F-Type Racer 1s built for top-end 
speed that wilt blow the competition 
off the road. 


PERFORMANCE RATINGS 


The FType racer requires lots of skill Onee you get up to speed, you 
cen afford to make 0 mistake 


Accelerabon is slow 19 this The F Type wasn't built for tough 
machine, so keep rt revved! ness. One side’svape will cruneh 


Thuis car is a prize you'll win later in the 
game, but it handles like a cow on skates. 


Lape ioure 


Greal acceleration keeps ths 3-WO in 
contention. 


The dune-jumping throo-whoeler 1s quick end tough—e {t's small, but 1s also tough Thals good 
good choice for tracks wath mixed terrain. since ial spend lots of tme slapping 
the walls. 


PERFORMANCE RATINGS 


The Coupe is the most average car. It ] 
doesn’t do anything exceptionally well, | 
but it does okay in most areas. 


Top speed ts 120 MPH vath the Coupe, 
futéng itn 3rd place overall 


Stunt Race FX is a chip off the old Fox— 
Star Fox that is. Many improvements 
have been made in the Super FX and 
programmung techniques making Stunt 
Race even more impressive Specialized 
polygon texture mapping techniques 
| g “allow for highly detatled objects that 


move, scale and rotate Tha Nintendo sign on the truck's panel 
ts @ scalabla texture map 


= s 
ee S| S| : zee ue 
‘The vehicles ore duilt trom dozens of individual Since texture maps ‘ba attached to polygon surfaces, “| 
polygons and all of ther have to move together —_non-pelygan objects like the treo Pam otes maps Even in autof-the ay ne you'll soe 


fe this. 


‘thal have bean attached te invisible polygons. detailed lexture maps 
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“The best play here.” 


The best players in town could be 
found in the Nintendo booth during 
the show Robby Gordon and Jeff 
Andretti took on all challengers on 
the Siamt Race FX course A special 
competition was held tor video game 
editors, but the asphalt warriors took 
the checkered Mag in every heat. On 
Saturday, the main event was the bout 
between Sugar Ray Leonard and 
Marvin Haggler who battled to a tie 
in Electro Bruin s Boing Legends of 
the Ring. Brent Spiner, Mr Data of 
Star Trek The Next Generation was 
on hand all day Thursday to meet 
show-goers and give his autograph. 
One of the biggest names to attend 
the show was director Steven 
Spielberg who stopped by the Silicon 
Graphics demonstration ot Project 
Reality, where he was overheard to 
say that the graphics looked incredi- 
ble 


“I can't wait for 
Project Reality!” 


Unfortunately, we'll have to wait 
until later this ycar to play the first 
Project Reality arcade games, but 


NINTENDO POWER 


Consumer 


Electronics. 
@®s hoe w 


Race driver Robby Gordon chellenged the fisid st 
Stunt Race FX 


‘Sivconbraphics 


Silican Graphics demanstrated Ihe power of ihe 
upcoming Project Reelity syste 


the demonstrations of Silicon 
Graphies technology had show-goers 
counting down the minutes. Jim 
Clark. president of SGI, answered 


one of the biggest questions. how 
Nintendo will be able to offer se 
much for so little Clark explained 
how economies of scale have reduced 
the price of personal computers from 
thousands of dollars to hundreds in 
less than ten vears Since CHS, 
Nintendo announced that the system 
wall use mega-Game Paks with at 
feast 100 Megahits of memory —five 
times larger than any game: 
accessing data at 2 million umes the 
speed of most CD-ROMs 


“It’s a toy!” 

On his first trip to America, Russian 
game developer Eugene Sotnikov, 
noted that Vegas was like a big toy, 
and thal 15 never so truc as when more 


Suger Ray Leonard and Marvin Hagler 
duked it out in Legends of the Ring 


WINTER C.8&.S. 


Acclaim s NBA Jam for the Super NES was e smash 
success 


than 100,000 retailers, reporters and 
exhibitors show up in town for the 
annual electronic harvest Inevitably. 
Nintendo of America was again the 
biggest kid on the block NOA daz- 
zled players with some of the bnght- 
est games. Players practically 
drooled over Super Metrotd and 
sports fans agreed that Ken Griffey Jr 
Presents Major League Baseball was 
the best baseball sim ever for the 
Super NES. Stunt Race FX, although 
sti in development, brought the 
exciternent of Star Fox down to earth 
with its Super FX, 3-D courses, but a 
disappointing delay in the develop- 
ment schedule has set the release date 
back to June Other games from 
Nintendo included two NES titles, 
Zoda's Revenge’ Star Tropics 2 and 
Mega Man VI plus Warto Land and 
Donkey Kong for Game Boy 


“t had so much fun, | 
thought my head 

would explode.” 

Luckily, no heads actually blew dur- 
ing the show, but that doesn't mean 
there weren't some explosive games. 
Acclaim’s NBA Jam scored big with 


Kan Goifay Jr Presents Majar League Baseball was 
ehoma ron 


hot four-player action. They 
also announced Virtual Bart 
and showed a version of 
ftchy & Scratchy for the 
Super NES along with 
Spider-Man & Venam 
Maximum Carnage 
Acclaim also brings racing 
indoors with its four-wheel- 
ing, USHRA Monster Truck 
Wars and heads out to the 
ballpark with MLBPA 
Grand Slam Basebalt 


Acvon gamers gol a blast out of Super Mevroid 


At Capcom, the big unveiling of 
Saturday Night Slam Masters was a 
bit anti-climactic because only a 
demo was shown, In much better 
shape were two fantasy fighter adven- 
tures—Knights of The Round and 
King af Dragens. The biggest sur- 
prise was the slightly off-beat 
MegaMan's Soccer starmng the Blue 
Bomber 


You could play Nintenda s Galeway sytam in a mock 
jetliner 


“All these people 
must be nuts.” 


The Looney Tunes bin ts far from 
empty at Sunsoft Next up. the toon- 
metsters will bring forth Speedy 
Gonzalez and Tweety & Sylvester for 
the Super NES Further down the 
Toad you can expect to see a Looney 
Tunes Sports game starnng many of 
the Loonies and also a game with 
Porky Pig. Taz and Daffy Duck will 
debut on Game Boy to round out the 
Looney Tune round-up, 
but Sunsoft has even 
more in store. like 
Superman Huge charac- 
ters and some awesome 
moves including the 
man of steel’s devastat- 
ing flying dive promise 
to keep the law-breakers 
of Megalopolis at bay. 
Sunsoft also has Pirates 
of Dark Water for this 
spring and a Justice 
League game containing 
25 of the top DC Comic 
characters for the end of 
the year. 

Interplay s most 
exciting offering for 
WCES was Blackthorne. 
Awesome animation and 
sound caught up players 


With a big screen Stunt Race course ahead snd sterea 
speakers blaring from behing the haadrost these racers 
came to hfe 


In the cere sci-f1 world More 
down-to-carth is USCF CheciMate 
Pro, achess game reportedly so good 
you wil) be able to carn a US Chess 
Federation rankmg by playing it 
Virgin Games, just down the 
street from Interplay, is also pushing 
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the frontiers of quality One of 
the most popular ttles at the 
show was Virgin's Jungle 
Book Both Super NES and 
NES versions of the game made 
Power's Best Of list. Virgin 
also announced that they wall 
develop a Super NES game 
based on Disney s upcoming 
animated feature, The Lion 
King. 


“Boo-yah!” 

That's what Shaq says when 
pumping up a three-poimter, and 
it’s one of the things you might 
hear in Electronic Arts upcom- 
ing Shaq fighter, tentatively 
called Shag Attag Bull Waish 
College Fooball, MLBPA 
Baseball, FIFA Soccer and 
Marto Andtetn Racing will also kcep 
sports lans shouting for more. Behind 
the scenes, EA also showed early 
progress on Jordan's Adventure in 
which Michael uses a basketball to 
dribble around and through various 
dangers, 


“Beam me up!” 

Spectrum Holobyte’s new family of 
companies adopted the Star Trek 
theme while supporting Star Trek 

The Neat Generation for the Super 


Awarnor of the Klingon Empire wsited the Spectrum 
Holobyte booth 


NES, The Microprose branch had 
several games worth watching, 
including Impossible Misston 2025 


28 NIN’ 


INDO POWER 


Accolede’s Spaed Racer came to life both on and off te screen 


and Airborne Rangers. Microprose 
also showed Power a true-to-the-orig- 
inal adaptation of Crvihzation for the 
Super NES. At Bullet-Proof 
Software, Wild Snake captivated 
players while Speke McFang charmed 
them with fun play and graphics. BPS 
also announced that they will release 
a four-slot, multi-tap for the Super 
NES In other trekker news, new 
licensee Playmates showcased Star 
Trek Deep Space 9 and Interplay 
continues work on Starfleet Academy. 


“Cool robots.” 

The team from Absolute was stand- 
ing tall and looking good with their 
flight combat sim, Turn & Burn No 
Fly Zone whule in Home Improvement 
for the Super NES, Tim The Toolman 
Taylor 1s na quest lor stolen Binlord 
tools But the most exciting product 
in the works at Absolute was Rise of 
the Robots, a 16 megabit, graphically 
impressive fighter/adventure. 
Extreme, now a part of Absolute, 
also showed a great variety of games 
including Warrior of Rome IH, a 
strategy game of conquest during the 
Classical Age Gametek unveiled a 
new brand name, Cybersoft, and a 
new type of game, Spectre. This is a 
3-D action game along the lines of 
Faceball 2000, but with some added 
challenges. 

Cuadel from Electro Brain Corp. 
is the first licensee game making use 
of the Super FX clip, and EBC had a 
fairly advanced demo to show Power 
along with Winter Extreme Skiing & 
Snowbvarding Sony Imagesoft 


a 


unveiled its first ESPN sports 
series game for the Super 
NES, ESPN Baseball 
Tontght. More ESPN titles 
including a football game wilt 
be released later this year At 
the U.S. Gold booth, The 
lacredible Huth looked mean 
and green. They also had two 
soc games: World Cup 
USA ‘94 and Hurricanes, a 
soccer adventure. U S. Gold 
also won the sports video 
game rights to the 1996 
Summer Olympic games in 
Atlanta 

Eek The Cat and The 
Shadow were the new titles 
shown at Ocean along with 
Mi Nutz and Lemmings tor 
Game Boy. Addams Fannly 
Vaiues 15 also well into development 
and should be released by this sum- 
mer. Mighty Max of TV fame rounds 


Ton had Nemco s Suzuka 8 Hours for the § NES. 
doesn t come wrth the bike 


out the action at Ocean Hudson 
Soft's two big games for the first half 
are Beauty & The Beast, now nearing 
completion, plus An American 
Tai—Fievel Goes West. Hudson also 
updated the release of the multi-tap, 
which will be sold separately (with 
out Super Bomberman) starting in 
February. 


“Everyone loves the 
Beat Hopper.” 


In addition to the standard fare, you 
always find some off-beat or down 
tight weird games at CES. The most 
unique ever 1s Sound Fantasy from 
Nintendo which combines music and 
images in a mouse game The active 
element comes from little bug char- 
acters like the Beat Hopper and Star 
Fly that strike notes when they touch 
a colored segment They weren't the 


WINTER C.8£.S. 


only bugs in town, either Koei intro- 
duced Step That Roach! for Game 
Boy, a puzzle game full of the scur- 
rying pests, In Kemeco’s Crazy 
Klown, the perspective shows action 
moving toward you as you control a 
clown who 1s apt to fall for every 


Many show goers looned into Sunsoft's 
Looney Tunes: 


pratfall in the book includ- 
ing banana peels. Kemco 
also has a potentially great 
adventure game, currently 
entitled Drakonecrom, fea- 
turing both action battles 
and 3-D exploration. At 
DTMC, Firestriker looked 
a lot like Breakout in design, 
but the four-player variation 
gives it more of a Super 
Bomberman feel. 


offensive and defensive perspec- 
ves. Tecmo also revealed that they 
would have further news on the 
sporting front later in the year 
including a Tecmo Hockey game 
with the NHLPA license 

At Hi Tech Expressions, the 
upcoming focus was on several 
licenses for which games will be 
developed, including Baby's Oay 
Out and Bobby's World. A football 
game targeted at young fans, NFL 
Team Heroes, will be the first of 
several sports games from Hi Tech, 
Activision's Radical Rex features a 
skateboarding dinosaur with a lot of 
character and good moves, Super 


Virtual Bartss just one of several new Simpson's gamas coming 
from Acclaim 


“My feet are 
killing me!” 

With almost one hundred licensees 
spread out over four pavilions, the 
most common defeat was not to 
video bosses, but to tight shoes. 
Here’s a round-up of what we stum- 
bled across. 

Konami’s big announcement had 
been expected for some 11me—that 
Batman The Animated Series 1s in 
development for the Super NES. 
Rocket Knight 1s also in the works, 
Konami will announce its fall 
line-up later in the year. There were 
no real surprises from Accolade 
exccpt that Bubsy 2 is further along 
and looks even better than expected. 
Barkley Shut Up and Jam? shows 
players the rougher side of basket- 
ball while Speed Racer combines 
driving and adventure stages. 

Tecmo MLBPA Basebail is sull in 
development at Teemo, but it 
looked impressive and featured both 


Putfail has received a major facelift 
with the added animations from 
some of Holly- 
wood’s best. 
Release 1s now 
expected in Oct- 
ober. BattleTech 
for the Super NES 
goes beyond last 
year's Mechwarrior 
with larger mechs 
and more action in 
amore realistic 3-D 
world 

Tradewest didn’t 
have a booth on the 
floor, but they held 
a function to show 
off Fun '‘N’ Games 
and Troy Aikman 
Football. Vie Tokai 
had $ O.S —a sort 
of Poseidon Adven- 
ture game where 
you must escape 


*-Oo a 


from a sinking ship in The Hunt 
from Irem takes an arcade shooter 
with a nautical theme and brings it 
home for the Super NES for a wet 
R-Type experience. Me O° River 
showed a shooter called Aero 
Fighters while Titus gave us a look 
at Prehistorik Man for the Super 
NES and some funky caveman 
action Atlus had a street-fighter 
called Power Instinct and Psy gnosis 
had a Super NES Mouse compatible 
version of Lemniungs H. New kad on 
the block, Viacom, had Rocko's 
Modern Life and Beavis and 
Butthead on display. In a pavilion 
far, far away, Taito showed a 
great-looking Super NES Jetsen’s 

Invasion Of The Planet Pirates. 
George uses a gravity suction device 
for fighting and getting around. 
FCI's RPG lineup for the Super NES 
this year includes U/tima—Runes of 
Virtue, Might & Magic HI, and 
Ultima—The Black Gate, 
WCW—SuperBrawl Wrestling 
should be ready this fall. From 
Seika, Super Tw rican 2 was the big 
news while T*HQ had more Ren & 
Stimpy antics plus Time Trax. 
TeeMagik’s Steven Segal In The 
Final Option is still moving toward 
completion as are Ubi Soft's two 
Madden Football games, one for the 
NES and one for Game Boy 


Boavis & Butthaad debuted af the Viacom booth in an advonture game remins 
cent of Maniac Mansion 
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A BLAST IN SPACE 


The ultimate space fighter—the R-series—returns with vast new powers, and justin 
time to combat the resurgent Bydo Empire Originally a hit areade game, the R-Type 
tile has appeared twice for the Super NES and twice for Game Boy This newest rem- 
carnation features superior graphics and Mode 7 effects that rotate stages and scale 
boss characters for a 3-D battle experience. New Force Pods should help you meet the 
Bydo threat in six stages with an endless Continue option. The action 1s intense with 
virtually no slow-down. Only the fearless or insane will choose to journey through 
these dimensions of danger. 


The Force Pods are what make R-Type unique in the uni- tyme, you have a choice of three types of Force Pods when 
verse of space shooter games. Attach a Pod to the front or you start the game Each features special attacks, Playing 


rear of your ship for added protection and irepower, orlet with the diflerent Force 
it drift along with your ship to use 1s special attack This and replay value 


ROUND FORCE 


The Round Force will be familiar to pla 
Although itis less powerful, the Round Fo: 
Power-Ups like the Mirror Laser and § 


co 2 bree ae 
in & Gore may Whan you collect a 


also gives the game greater depth 


—— 


ycrs of Super R-Type 
¢ has some useful laser 


Laser Unit by 
deslroying an 
armored Power Unit, 
youll upgrade your 
|, fasor beam 


When you hirst gal the Rownd 
Force. your fighter wail continue 
fining basic shots 


SHADOW FORCE 


The three laser types Youll pick up tha Shadow 
available on the Sha- Sa Farce (ust as you would 


CYCLONE FORCE 


The Cyclone Force Pick up the Cyatans Force for 
features the Pierce pe es a 
laser (passes through shield to protect the ship 
objects), Wave laser 

(expands in a ring) 
nd Capsule laser @ 
(for extra firing pow- 
er.) It’s special power 
when it flies alone is . 
to become a protec- —_— 
fi @ x punch by 
tive shield. collecting the yellaw Laser Unit. 


get Ihe Round Foree and 
dow Force include mm the same areas, 


the Reverse {back- 
ward shooting), the 
Shadow (a satellite 
weapon) and the 
Strafe Laser, which 
follows terrain. The 


ecla er § 
special pos ShOOLS erratic ested Lise UATE pve 
In three directions. — your stip threo different taser attacks 


The Bydo Empire has taken over multiple dimensions 
surrounding Earth. Some of the stages are in real space 
while others are filled with bizarre alien life forms, both 
mechanical and biological. Stage guardians range from 
easy to diabolical, 


= 
Tha enemes and guardians change from stage 
to staga 
es ”. 
Other areas have an organic look with érip- 
ping acid and huge swimming creatures 
that attack your ship ka a virus. 


Spaca stations and anamy fighters, 
cannens and traps fiil many of tha 
areas through which you'll have to 
blast @ path. 


The following three pages contain tips for taking the 
Bydo threat to the cosmic cleaners, 


the photos correspond with numbers on the stage 


A GIFT FROM 
THE EMPIRE 


In the first stage, you might not 
know when you're coming or going 
While passing through a giant space 
station, you'll have to maneuver 
through collapsing passages and 
rotating rooms One touch of the 
metal walls will disintegrate your R- 
90, and the same ts truc of the me- 
chanical enemies thal swarm here 


‘While rocket blas!s rotate the room stay dead center 
by making smafl adjustments. Race ahead when the 
corridor 1§ henzontal again 


This stage seems to be inside a giant, 
living organism—one of the evil 
mutations for which the Bydo 
Empire ts famous Make sure to grab 
the Ptt Unit to defend against acidic 
drips from above Narrow passages 
and enemies closing in from behind 
dre two chief dangers 


_ 


The guardian ol Stage 2 protects 
itself by spewing out giant, swim- 
ming eyeballs With your Force 
positioned on the back to prevent 
damage from the tails, fully 
charge your Power Beam while 
dodging the swimming eyeballs 
and zap the single eye tn the wall 
when it is open. The eye in the 
wall appears tn different loca- 
tions, so keep a look out for it, 


maps that follow on the back of the poster. If you master 
these tough techniques and ups, the rest will come 
casily 


The numbers on 


It won’t get any easter than thts. The first 
guardian that the Bydo Empire throws 
your way 1s only two fully-charged Pow: 

Beam shots away from the 
The enemy ship comes at you fre 
the background, firtng plas 
Only when it stops on the same plane as 
the R-90 ts the ship vulnerable 


Dodge the plasma shots while the cube ship 
hovers in the background There's not much 
alse you osm do 


Thus R Type pifot finds himself out of posthon end vulner 
abic to the missile attack launched by the Bydo ship. Its 
better to hit the enemy head on 


i cy ” —F 4 a 
Use the Pit Unit found in the outer chamber to protoct 


Make sure you have your Force attached te the rear of 
sgainst acid and enemies that attack from above. 


The ship ta pratect against the crab like enemies 


Only a fully charged 
Power Beam can 
$ blast through this 
"B bubbly wall and 
disintegrate 11 
, entirely 


ye 


~ THE EYES HAVE IT 


FN, 
let your Power Beam blow when the eye in the wall ‘ 


Dodge the swimming eyeballs and eye shots while 
1s open Victory takes five or six fuly chargadt hits 


wanting for your Power Beam to fully charge 


Welcome to the Bydo space junk- 
yard. You won't have Lo worry about 
a junkyard dog, but the Bydo ships 
and cannons tn this vertical and hori- 
zontal stage lake huge bites. Mine- 
laying ships should be destroyed at 
once and make sure the Force ts on 
the back of the ship 


Place the Force on the back al the ship Enemies will 
atiack Iram behind throughout the stage 


—, 
Mine layers shoot across the wars leaving trails of 
blockmg mines. Move quickly 


THE CRAB MASTER 


At the end of the junkyard, you'll find an enormous crab The two eye 
pods in the middle are vulnerable to attack, so back in using your Force 
Power. Launch the Force so it can shoot at the crabs mouth. 


Separate the Force and shoo! up between ihe 
crab’s legs while dadging its shots, 


‘When the crab walks on the wall, close in end 
touch the Force Unit to the crab’s eye mounds. 


R-TYPE I 


When the crab goes into sts jumping made hide 
out in the upper night hand comor 


tats 


Fieally the crab a Now you must. dodge the 
fragments of flying shell 


al ws 


The iB factory stage requires 
extreme agility for dodging massive 
pistons and streams of plasma that 
race through a maze of platforms 
The wheel in the middle may keep 
your head spinning At the end of 
the stage, you'll discover that there 
is more to come and that the way 
ahead lies behind you. 


BACKTRACK 
AND ATTACK 


After blasting the fake-guardtan 
in the upper hall, you"ll backtrack 
and drop down to find the real 
power in this factory stage The 
Urchin Ship Mies about and fires 
plasma shots while the defensive 
pods on rails are a mechanical 
menace. Stay clear of the rails and 
use Full Beams on the ship. 


A lashing green circle indicates 3 sale spot in this 
area Head for it. 


flying about 
OF 


Stay clear of the rails The pods 
‘almost instantly 


As the walls close in. look 
lar the gaps where the 


Be potent and wail in the 
corner for the walls to 
open. 


‘While fully-charging your 
beam dodge the rail pads . 
and random shats that ore 


Although you may score a hit here, you re shill 
im grove danger! 


CAPSULE 


FALSE FOES 


2) 


; ry 


Al eo ii 


Mechanical blocks morph into living 
beings in this horrtfying hall ol 
hazards While wall: to block 
the path, you'll have to fully charge 
your Force to blast « way through The 
Bydo Tiend at the end of the stage 
morphs into four stomach-churning 
alien forms Blasting it out of exist- 
ence will only be doing tt a favor 


Use a full Ger shal io Bae SK bemaephig 
fnew they attack 


Blast the lower Block when 1 comes to fe and youl 


be able lo pass these moving walls 


"STAGES 


The final stage of R-Type II has 
some of the greatest challenges A 
dimensional hole allows tnvaders to 
attack from a separate universe In 
the end, you'll have to enter that 
hole and battle a mutant Bydo super- 
guardian 


oO ume has come for 


humanity to stamp out the 
Bydo invasion The final 
battle includes the destruc- 
tion of four power orbs and a 
‘master guardian. The orbs 
come first and present less of 
a challenge, While fighting 
the guardian, you can duck 
‘under hts lower arms to hide 
Use filly powered beams. 


The Satin of Stage 5 waits tor 
you Ina gelatinous cell Ifyou blast 
the nucleus, it uncoils itself and 
attacks. As you continue your 
altack, the creature appears lo lose 
only to reform itself four times. 


"The"Wiay heroes @ living wall 
Aum Jar the central area with full 
beams. 


“natn Me am LS, 
Avoid the thrashing tail a) shes 
morph aad blas! it in the chast. 


at 


This morph is a cantral eye 
between its arms Avoid ihe shots 
and vse beams or the Force, 


When the enemy becomes & spinning ring 
stay in tha muddle and blast at tha bead 
with 8 blue spot. When the ring explodes 
you Il take on the nucleus ence egein, 


Don lat your A 90 tauch the solid walls Hang back 
until they lade then move ahead Full beam power can 
blast enemies that appear during the sold phase 


The dimensional hole may be the source of foes. bel 11 
also offers a way to get Inrough the slage Wail until 
The bole 1s passing Ihrough the wall then follow 1 


The beetle ships look slow bul they cen 
surround you quickly 


the fie fear ti while 


te the orbs 
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ICONS 


Beginning Armchair generis may 
have trouble figuring out how to 
use this icon based control menu, 
The following list should help * 
familiarize you with all of the dif- 
ferent options in the game. 


When you're placing bases, locate 
them wisely. Look for high spots 
that are easy to defend. After 
dropping all your bases, you'll 
only have a few seconds to set up 
defenses, so work quickly! 


Although the Meist Marines cost 
Tween as much a6 n misule to 
build, they cam bu uoed for 
Gofence of offense, For addinenal 
impact, try npgrading your Mannes. 


~CLE.LM. 


Thesn super powerful missiles 
aro extremely expansive to built 
ned use. They taka np the spacn 
af mine normal mssilns nnd cect 
over 25 times as macht 


LOGISTICS 
‘D SUPPLY LR. 


a TA] 
anameme CS 
the monoy . 


you make. the faster 
vall coma rolling in, 


Before you can bilild, you must 
clear the Innd ef ney ohstruc- 
‘inne, = 
Before you sei out on a full 
scale atlack, spend time locat- Use Missiles to clear a land- 
ing the enemy. Altack deep ing area for your Metal 
inland with a Missile or Marines, Take out the 


Metal Marine to locate all the enemy Gun Pods with two 
enemy units along the way stlecessful missile hits. 


ENEMY FORCES | 


The-first eeneral you encounter is not 


wettly the toughest foe you will face, 
but ie you don't uttuck hint quickly you 
may gct in trouble, Use this map ofthe 4° 
enemy's territory to coordinate your | 
ittacks for muximum affect, 


You can’t build units if you don’t 
have the money. Build Supply 
H.Q. when you first begin a 
battle. Extra cash will make it 
casy to rearm the troops 


Continue to iitack the 
enemy forces until you are 
attacked yourself. When the 
dust clears, use your War 
Funds to rebuild as many of 
the units as you can. 


If you are having trouble with 
the enemy's AA Missiles, 
send in your Metal Marincs, 
Be ready to sacrifice a Marine 
to get the job done. 


40 NINTENDO POWER 


It's Yabba Dabba Doo time for you 
and your favorite modern Stone Age 
family to start swinging your clubs in 
this smashing Flintstone sequel for 
the Super NES. It seems that the 
current Grand Poobah of Fred and 
Barney’s club, the Loyal Order of 
Water Buffaloes, is ready for retire- 


THE HUBeUS? 


An impromptu meeting hes been called at the bell of 
the Loyal Order of Water Buffaloes 


ment, and Fred fancies himself as 
the perfect replacement! Fred’s best 
buddy, Barney, pledges his support, 
and off they go to retrieve the Trea- 
sure of Sierra Madrock to secure a 
win of the coveted Poobah position, 


Aus 
| 
wy 
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{n order te become Grand Poebeh the hoys must 
brave bucking Bulls te retrieve the Treasure 


THE FI LINTSTONES: 
THE TREASURE OF 
SIERRA MADROCK 


The quest for the Treasure of Sierra Madrock will take they must also face a few of their own Water Buffalo 
Fred and Barney all over the granite planet They must brothers who have their own precious Poobah aspira- 
overcome unique obstacles in cach foreign land, but tions to pursue 


SNOWROCK © 


Usually Snuwrack 13 a haven for wi i 
Fred have 1 ‘thar mr Oth 
"W i sil th : 


BEDROCK 


edreck 1s home te teres —Frev Flintaene and i 
the heated rece for the Tr Sioa Ma ke "fe at ne 
moet friendly place te he. 


A BOARD GAME BROUGHT TO LIFE! 


A unique feature of The Flintstones for the Super NES is the 
combination of challenging stages with an element of chance. 
A roll of the dic ultimately determines your next step. 


At the end of cach stage 
there isa chance for a bonus tr 
the Tie-Tac-Toe game 


Betty and Wilma cac't imagine why their 
husbands insist on roaming the countryside. tf 


ive the die @ shake and tuss 9 One Two 
isle encajpaces youre caught theyll drag you hone. 


+ Ups 2 68197 3and5 
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Have you gathered enough gumption to go on? If so, you the lour tevels. 
are one brave Brontosaurus, buddy! Below are some 


hints to help you guide Fred and Barney through each of 


jach area has its own special tough spots, 
so wield your weapon wisely and prove yourself worthy 
of the Grand Poobah posttion. 


Your goal in Bedrock 1s to track down 
Rockhead, a rival candidate for the 
title of Grand Poobah, and retrieve 
the map from him. This 1s, of course, 
easicr said than done, 


OUR HOMETOWN HEROES HEAD OUT 


Some of the enemies you will encounter in Bedrock are a series of sltmy 
Sharks and an army of antagonistic Armadillos. A swing of the club will take 
care of most enemies, but others may require special handling. 


Visit the Coach at 


the Training 
ground end = 
. complete a race to 
You can hitch e nde on some enemies backs, bul Joarn the Double Jump technique itis @ uselul trick to 
‘wateh ant for thers! Nearn but wall cast you one Clam when you use af, 


= geno 


Once you are on the same 
Overworld screen as Rock- 
head, he will begin to roll the 
die and evade you. Team 
work 1s best when attempting 
to corner him. In the arena, 
stay on the Itghter ground 
The dark spots will slow you 
down considerably 


Avan! tha derk spots by jumping over 


Whe slower then me! 
or yuu en mi ie | 


an 


It’s a molten mass of trouble once you 
land in Magmarock. Quartz, another 
Poobah hopeful, has a pair of Ice 
Skates that would be perfect for the 
next stage. You'd better get busy! 


Unitke Bedrock, the “water” in Magmarock ts actually hot 
lava, and is quite inhospitable to swimmers. Avoid it at all 
costs or our twosome will be toasted! 


Step on a steaming Volcano and you}! be 
blasted autometreally te another part of the 
Qverworld Thns could help or funder 


Man-Ealing Plants wall nol come aliwe 
until you heve welked pest then Be 
seady ta turn around and whack them! 


Ne 8 nei 
TUAT ALIART? 


Strap on your seat belt, race 
fans, because Quartz has the 
Skates you need in Snow 
Rock. To get them, take your 
Cart for a spin around the 
track and beat the old buz- 
zard fair and square, With 
some practice, the checkered 
Nag ts yours! 


Fred snd Barney enjoy the Skates of 
vwclory 6s Quertz 1s egonized with defeat, 


t 


Our heroes are greeted upon arrival 
in Snowrock by a friendly Esktmo, 
He offers to help retrieve the Com- 
Pass out of an ice block, but he needs 
a Hammer and Chiscl. 


SLIP SLIDING AWAY... 


Not only is the water too icy to swim in, all of the ground ts fro- 
zen over as well! It will take all of your s 
dentally falling off a chiff. 


is to keep from acci- 


Step an a peth toward the center— 
who knows whore you'll end up 


‘Duck tha Snowballs this burly bully of e Bear throws 
ef you Inch yeur way closer to him end then let hom 
have 11 with your Club ae soon as he'e close, 


Use your Club to destroy these Ice 
Blocks end retneve the Extra Life 


THE FLINTSTONES 
THE TREASURE OF 
SIERRA MADROCK 


BLADES OF STEEL! 


Marble is 4 master at the tradi- 
tional Water Buffalo sport of 
speed skating Fortunately, 
Fred and Barney are also 
demons on the ice, and can 
give that mean old Marble 4 
run for his Hammer and Chi- 
sel Take 1 easy on the sharp 
turns and avoid the holes alto- 
gether 


The character who beats Marbla should take 
the Hemmer and Chiset beck to the Eskimo, 
whe voll glady recever the Compess 


Junglerock isa wildand woolly place— 
itseems that no other Water Buffaloes 
have made it this far. Fred and Bar- 
ney’s keen instincts tell them that the 
Treasure must be near. 


IT’S A JUNGLE OUT THERE 


Just when it seems the boys are right on track, a giant Ptcranadon swoops 
down and makes off with their Compass! You have to chase that pesky Ptera- 
nadon all around the Overworld to get it back. 


‘Thore 18 no gethng around these Baa Hives 
‘Try te get ahead of tham then turn wend 
jump ‘theyll My undarneath 


There are many unfriendly Waterfalls and Rivers to eross tn 
Junglorock. Don't try dipping a toe in though or the Piranha 
wall anjey you as & snack! 


=<) 


A “PTERRIBLE” 
PTERANADON 


Junglerock ts not the kind of 
place you want to spend a lot 
of time exploring. Unfortu- 
nately, that’s exactly what 
you'll have to do in order to 
track down the Pteranadon 
Once you get him, try climb- 
ing about half way up the 
tree. Face the direction of the 
beast as he comes toward 
you, and club repeatedly. 


Once you bee! 
and Barney heve to hoard tha Rait Io get 
to the Volcano Yabbe Gabbe Deo! 


WHAT'S THE REASON? 
GAME COMPANY 


Many video gema manutaciuies have grown 
rapidly over the past several years Presently 
there 1s. a high demand for peaple whe can 
step up and take on a video géme project, 
seeing 11 through from concep! sleges to 


finished gredach 


VIDEO GAME COLLEGE 


The combination ef demand frore vileo 
game menufacturers and the demand from 
Students who ure interested in Ihis held 
hes prompted the stert ups of video game 
colleges Ws like mny other business (f 
there 1s. a demend comporves wall profil by 
being eble ta provide a supply 


tT 


STUDENTS 


Fos students desinng to work for e video game 
manufacturer, attending 8 video game college 
can pul them on the “fast track” into a 
compeny thal produces games The reore 
knewledge they have the mere velueble they 
will be to a company 


Ni — 
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hile many Japanese busi- 
nesses are beginning to 
experience limited growth, 


no growth, or negative growth, the 
video game industry 1s still surging 
ahead We're more than happy to 
report that people still desperately 
have a need for funin their lives It’s 
a fact. if the industry continues to 
grow, and we have every indication 
that 1t will, then more people are 
going to go to work for video game 
manufacturers, As the demand for 
quantity and quality of video game- 
related products increases, it follows 
that the demand for people to pro- 
duce these products also increases. 
College-aged students have been 
playing video games for most of their 
lives. Their interest in the field 1s 


specific video game courses. 


andl 


f you were to take a poll of 

young video game fans asking 

what career they would like to 
pursue, tt would be a good bet 
that a fair percentage would reply 
with an occupation that has to do 
with video games. Simply, to 
make games. Working for a video 
game manufacturer would be like 
a dream come true. As it turns 
out, many students in Japan 
have the same ambitions. Luckily 
for them, they have an avenue to 
take to make their occupational 
dream come true. In Tokyo, 
Qsaka and Nagoya, there are 
schools or “colleges” that teach 
students exactly how to produce 
video games. Some of these 
schools are supported by video 
game manufacturers, but some 
are vocational schools that offer 


high. Video game colleges and video 
game courses at existing colleges 
make perfect sense—both for the 
students and for the industry Most 
of the video game colleges m Japan 
offer a 2- to 4-year curriculum and 
dunng this time, students will learn 
the ins and outs of producing and 
marketing games. Programming in 
various computer languages, devel- 
oping concepts, composing music, 
designing graphics, writing scenar- 
los and marketing products are just 
some of the areas that students will 
be educated tn by the time they grad- 
uate and begin to pursue employ- 
ment. To our knowledge, there are 
no schools or programs im the United 
States that focus directly on video . 
games, Maybe some day there will be. 


“gimme 


Ze, <4 ] fike Enix, Hudson and 

HAL, all three of whom we 
will discuss later, employ many top 
professionals in the video game 
industry. Not only do these people cre- 
ate games for them, they also teach 
and lecture to students who enroll in 
their schools. If a student is very 
focused on only wanting to produce 
video games as a career, he or she 
would probably get the most, if not the 
best, education and experience from 
a video game manufacturers’ school. 
However, video games are related to 
other types of high-tech media such 
as computers and other modern 
methods of communication like TV, 
radio, and interactive on-line services 
A student who pursues an education 
at a school that offers a broad curri- 
culum relating to these fields may 
have a better chance of landing a job, 
whether it be witha video game man- 
ufacturer or another high-tech firm 


hat students learn at compe- 
ny-sponsored schools may 
be similar to what students 


learn at colleges offering video game 
courses, Thetr curriculums are what 
sets them apart. A company-spon- 
sored school will concentrate heavily 
on programming and other practical 
aspects of the business, whereas stu- 
dents taking college courses in video 
games will be subjected lo much more 
lime spent in the classroom listening 
to lectures The former definitely 
seems to have the edge when il comes 
to offering students a “hands on” 


| CURRICULUM BREAKDOWN 


‘do game ne 


GAME COMPANY-SPONSORED 


Probably the biggest advantage that a video 
game company-sponsored school has over 
colleges that just offer courses related to 
video games ts that students will benefit from 
being exposed to and being able to use the 
exact same equipment that the company 
uses. [1 seems logical that graduating 
students would be obvious choices for new 
emplo of thal company. 


You il find tdentical equipment u: 
in the schools end in the companves 


SPECIALIZED COLLEGIATE COURSES 


The main advantage that an established col- 
lege has over game companics when it comes 
to video game curriculum is that they offer 
a much broader curriculum. A student will 
geta more rounded, mainstream education at 
one of these institutions. These colleges offer 
more types of activities and associations to 
lake part in. 


approach to education, That's the way 
itis with schools that are vocational in 
their orientation, 


Other achvities ara assoctaled wih o 
‘more general type ol education 


COURSE AREAS 


I PROGRAMMING 
{t's the heart and soul of what 
makes a video game play the way 
it does: programming. You can 
hever know too much about 1t! 


HE GRAPHIC DESIGN 
What people see when playing 
a game can be critical to their 
overall enjoyment of the prod- 
uct. Creativity counts! 


HN SCENARIO DESIGN 


What's a great game without a 


18% | 
Bl PROGRAMMING 
GEBGRAPHIC OESIGN 
IBY SCENARIO OESIGN 

15y, ERE MUSIC DESIGN 
TEXGENERAL LECTURE 


5% There ara five basic 
categories in the 
8% curnculum of each 


type of school This 


GAME COMPANY- SPECIALIZED cat ace are 
SPONSORED COLLEGIATE COURSES oleachtypeot sehet 


already 


greal story line or lots of tanta 
izing situations 
ters to get in and out of? 


(HN MUSIC/SFX DESIGN 


All of the bells, whistles and tunes 
that you hear while playing a 
game can add tremendously to 
the overall gaming experience 


[__] GENERAL LECTURE 


Learning a topic from those who 


for the cha 


famibar with it 


allows you to absorb information 
through verbal communication 
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RAS SSS 5 OR SS 


CURRICULUM 
BREAKDOWN 


S% 18% 


COURSE DURATION 
2 YEARS 
TUITION COST 


$12,500/yr. 


COLLEGE D 


CURRICULUM 
BREAKDOWN 


COURSE DURATION 
2 YEARS 

COURSE TUITION 
$8,500/yr. 


COLLECE D. 


CURRICULUM 
BREAKDOWN 


a5% 


COURSE DURATION 
2 YEARS 

COURSE TUITION 
$12,000/yr. 
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FAMOUS LECTURERS 


Established in 1991, the Enix Game Schoo! puts stu- 
dents in touch with people who created some of the 
most popular games in the world—the Dragon War- 
rior series! Each year, after applications have been 
screened, un entrance exam 1s given and interviews 
are conducted in order lo select 150 students Emx 
emphasizes programming and computer experience 
over lectures. All graduates of the school must com- 
plete a final game project The 


quality standards are very high. 
Famous Japanese game produc- 
ers as well as novelists, cartoon- 


ists and illustrators give lectures 


it the Enix school, P ¥ 


. 


td 


Kovehi Sugryeme 


(music composer) end 
) Yup Hori (scenario 
wrilon are just two of 
ef the industry profes 
wat 


sionets who lecture al 
the Enix school 


HUDSON COMPUTER DESIGNERS SCHOOL 


MOLDING PROFESSIONALS 


Hudson's school offers a very practical and very 
streamlined approach to educating students about 
becoming associated with the video game industry, 
Each year since 1990, 40 students receive exlensive 
training in programming and game graphic design 
MS-DOS and programming for the PC-Engine are 
examples of topics Uhal are taught at the school. 
There isn‘ta great deal of theory taught al the Hud- 
son school—il’s mostly practical knowledge 


A 
The video gemes thet 


that can be applied to their projects. Students f=? aa eeeememomey the Hudson students 


work in small groups to produce a game as 


their class project. These games are not = 


extensive, but can be used later as work 


Pyeresetecseas 


1 gates ‘em — premwum tlams thet 
saniples when the students apply for jobs ' S 2 a pecked in with 
video game mega 


creale are stored on 
ree ty CD ADM Some ol 
¢ i those games have 
evon beon used as 


a 


ues in Japen 


HAL INSTITUTE OF COMPUTER TECHNOLOGY 


HEFTY CORPORATE BACKING 


Of the schools discussed in this article, HAL Insti- 
tute provides students with the opportunity to use 
the best equipment Many types of computers and 
video equipment are available Nintendo, as well as 
other companies like IBM, Hitachi, NEC, Toshiba, 
ete . offer support to the HAL Institute not only 
financially, but with teachers and high-tech equip- 
ment Scholarships and student loans are avatlable 
through the school and upon graduation, students 
gel help (rom the school with job placement—even 
several years after graduauion! HAL Institute is 
also affiliated with New York, American, Oregon 
State and Pittsburgh State Universities 


Mr Yameuchi, Nin 
tendo Co. Lid s pre 
sient, believes thet 
streng support from: 
high tech firms ellows 
schools Itke HAL 
Instrtute to provide & 
higher level of instruc: 
tion to students 


HI-TECH COLLEGE 


— as 
Students attending the Tokyo Communteations Arts | ge ™ 
Institute can not only learn about making video : 
games, but they can enroll in courses where they can Se <“™ 7 
learn about diverse audio and visual arts like radio S Saya 
and TV production, movie-making and graphic arts , 
For first-year video game students at 
the school, the cui lum consists of 
the basics of computer use, program- 
ming and management theory “Game Mose aac 
Creator” ts the tttle of a course taught Porineutticpatdienprssety 
within the Communications depart- ge % ave also subjects taught at 
ment. Another specialized department rg we tee arormimeeha 
al the school 1s Commercial Music Bee COURSE DURATION 
This is an area that the other game col- 3 YEARS 
COURSE TUITION 
$12,500/yr. 


COLLEGE DA 


CURRICULUM 
BREAKDOWN 
10% 


CURRICULUM 
BREAKDOWN * 


ih 


LECTURE INTENSIVE 


Establishing a video game curriculum tn 1993, the 
Tokyo Institute of Computer Science direct stu- 
dents into the role of “game producer” more than 
anything else with its video game classes Develop- 
Ing creativity and accumulating practical knowl- 
edge of computer hardware and software are the 
main goals of this school. Cur- 

rently, 111 students can enroll in 

video game clas: at the school e 2 8a a 
each year. The Tokyo Institut : Eon hengned Realy dese fob 

oy “ 


currently negotiating the possi re 
‘5 9 F: ¥ 82 & Sciance offer video game 
ity ofhaving ts students participate z o ee. oe classes it alsa provides Bs 
in internships with various video vi. — Suidenis.anicpeoAunty 10 COURSE DURATION 
ae ria Qs © ge We wilh gil participate in outdoor 
game manufacturers wd fs : activities like baseball? 3 YEARS 
COURSE TUITION 


[A COLLEGIATE FUTURE? 


One of the questions that may pop into your mind as you 

read this article is, “When are we going to see video 

| game colleges open in North America?” Although there 

are currently no video game colleges in the U.S., DigiPen 

Applied Computer Graphics School, in Vancouver, BC, 

will begin accepting applications this June for a two-year 

program beginning in September. The focus of the 
course is on the technological and engineering process of 
creating interactive multimedia programs, Nintendo of 

‘| America has provided the DigiPen school with Super 
| NES development systems. During the second year of 
the course, students will create Super NES video games 
} using the development systems and information 


r ) gathered during the first year 
i me 


$12,500/yr. 


. 
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CLASSIFIED 


MORMATION) 


— 


=mPiRE 


STRIKES BAS 
— = 


@ From Agent #772 
The Force 


Normally, you must find all of the Jedi Powers as you 
work your way through the game If you enter this code 
discovered by Agent #772 before you begmn playing the 
game, you will start with full use of the Force On the 
Title Screen, quickly press X, B. B, Y, X. A, A and you 
will hear a tone Press the Start Button to begin a new 
game. To use a Force Power, press the Select Button to 
access the menu, then use the L and R Buttons to select a 
Power. The Power will be activated when you press the 
X Button 


On Game Select Screen, press X, B, B, 
Y, X, A, A, X, then Start. 


L2.2.°.28.9.2.2.9 4 


You cen use any of the Force Powers 
from the Vary baginning of the seme 


Skip to Darth Vader 


Even though you can get a password to skip to the final 
confrontation with Darth Vader, this code will let you 
get there without having to work through the entire 
game. On the Game Select Screen, quickly press A, X, 
B, A, Y, X, B, A, A, X, B, B, ¥ and X. If you enter the 
code before the demo screen appears, the game should 
automatically switch to the final stage of the game 
When the fight begins, you will be fully built-up, so be 
sure to use your Force Powers to help finish off Darth 


Entor the code above while you are on 
the Title Screen 
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On Game Select Screen, press A, X, B, 
A, Y, X, B, A, A, X, B, B, ¥, and X. 


Enter the code while youre on the 
Game Select Screen, before the 
Demo screen appears 


Ifyou entor it correctly you wall skip 
to the finet battle egeinst Derth Veder 


Seven Continues 


While the other two codes may be fun to play with, thts 
code will help you make it through the game on your 
own, If you quickly press X, Y, A, B, X, X while you 
are on the Title Screen, you should hear a tone. Press the 
Start Button to begin playing as normal While it may 
hot appear thal the game has changed, you're in for a 
surprise when the game 1s over. Instead of the three 
Contmues you normally have, you will have a total of 
seven. Even untrained Jedt Kmghts can finish the game 
when they use this code 

On Game Select Screen, press X, Y, A, 

B, X, X, then Start. 


Normally, you will anly ho able to con- 
tinue the game threo timos bafore the 


Entar the code printed sbove while 
you are on the Game Setect Screen 


geme is over "4 for a little extra help 
A §) oanmn 
[ws si) ¢ 


When the game starts, begin playing 
@s you normally would 


When tho game is aver, yo 
seven Continues insteat 
threo 


@ From Agent #800 
Extra Mode 


Players can access a secret Extra Mode if they enter this 
special code while they are on the Option Screen. When 
the Title Screen appears, hold the Select Button, then 
press Start to access the Option Screen On the Option 
Screen hold the R Button, then enter the following code: 
Up and X at the same time, Right and A at the same 
time, Down and B at the same ime, then Left and Y at 
the same time. If you enter the code correctly, the screen 
will change to the Extra Play Mode In this mode you 


can switch to a two-player game, use any of the fighters, 
and change the background graphics. When you fight in 
the Extra Mode, each match lasts only one round. 


On the Title Screen, hold the Selest 
Button, thon pross Stert. 


White you are on the Option Screen, 
hold Rand enter the code 


The Extra Modo offers players @ 
Whole new list of options 


Each hatte tests only one round Mey 
the hest fighter winl 


Extra Continues 

You can use a similar code to gain extra Continues to 
use in the Hero Mode of the game On the Title Screen, 
hold the Select Button and press Start to access the 
option screen, On the Optton Screen, hoid the L Button 
and enter the following code Up and X at the same ime, 
Left and Y at the same tme, Down and B at the same 
time, then Right and A at the same time. If you enter the 
code correctly, a new Credits Option will appear on the 
screen You can adjust this ophion for |, 3,5 or uniimit- 
ed Continues, 


CLASSIFIED INFORMATION 


Gn tho Title Screen, {told the Select 
Button, then press Start to meke the 
opbon screen appear 


SIMANT 


@ From Agent #223 
Scenario Select 


SimAnt offers players a chance to build the perfect ant 
colony without the risk of losing their picnic lunch. 
Advanced ant farmers can test their skills on the built-in 
scenarios Each scenario pits your colony of ants against 
the forces of nature. Normally, you must successfully 
complete each of the scenerios before you can go on to 
the next. Agent #223 has found a way to select any of the 
scenerios you want, rather than play them 1n the required 
order. If you have the Super NES Mouse controller, plug 
1t into the Controller Il port, When you start 4 new game 
use Controller ] to enter the Scenario Mode of the game, 
then click either Mouse Button to light up the sccnerios. 
Use Controller | to select the scenerio you want to play. 
NOTE: You can not complete this code if you do not 
have a Mouse controller! 


When you enter the code, anew 
Credits Option will appear on the 
screen 


A YEAR IW AR RATS LIFE 


‘When you start the game, place tho 


Normelly, you'll have to finish each of 
Super NES Mouse into the Controller 


the scenenos in order 


Chickthe Mouse Button, thon select 
any sceneno with Controller E 


With Controller 1, select the Scensrio 
Mode and press the Start Button 
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@ From Agent #484 
Stage Select 


If you are having trouble completing the earlier stages of 
The First Samurai, use this code to explore any you 
want, When the Title Screen appears, pre ss Select to 
make the option screen appear. After you set the options 
to your liking, press L, R, X, A and any direction on the 
controller at the same ume Hold all of the buttons unul 
the screen changes. The stage you warp to depends on 
which direction you press on the Control Pad. 


BCH Orr 


Key Tye @ EC 8 


a ee en 
231k Y=: 


START = PANGE 


tothe direction on ti 


soma time 


oppo sto swat 


The stege you stert on depends on the 
Control Pad direction you hold 


Kock w’ KoLL 


RACING 


© From Agent #067 
Olaf Code 


Interplay has added a special code to Rock N° Roll 
Racing that lets you access an extra driver. When 
are on the Player Select Screen, hold the L, R and 
Buttons while you're scrolling through the racers. 
last racer on the list will be Olaf, one of the characters 
from the Lost Vikings game. Olaf is an excellent driver 
with a bonus 1n acceleration, top speed and cornering. 


Hold L, R and Select on the Driver 
Select Screen. 
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Kock w' KoLL 


RACING 


2), DLE 
Domne 


nid seloct aither 2 


. Rend Select Buttons whi 


Hold th 
eon the Driver Sele 


@ From Agent #630 
Invincibility Code 


Agent #630 has found a tricky way to become invincible 
when you play the Confront Mode of Lazer Blazer 
re you begin playing, plug in Controller I, Use the 
Super Scope to start a Confront game Press the X 
Button repeatedly until you have been hit five times. For 
the rest of the game your ship will be invincible from 
enemy attacks. 


Set i nanny 


SUPERMES 


SUPER SCOPE 6 


eying, plug in 
@ Super Scopa to 


begin the geme 


ship wall be imvincible unt you 
sel the gem 


i From Agent #987 


Unlimited Hammer Bros. Suits 


If you warp up to World 6 in Super Mario Bros. 3 after 
you have found a Hammer, you can use it to open the 
way to unlimited Hammer Bros Suits. If you enter the 
Pipe at the start of World 6, clear the rock on the other 
end of the pipe, enter the Mushroom House, grab the 
Hammer Bros, Suit, then Save & Quit. Repeat this until 
you have a full supply of suits! 


Warp to World 2, then coilect the 


Collect bath of the Werp Whistles 
from World 1 


Hammer from the Hammer Bros 


Enter tha Mushroom House end col- 
Sect the Hemmer Bros Suit from the 


Werp to World 6, enter the pine, then 
use the Hammer to clear tha rock on 
the other side 


ras the Start Button end choose the 
Save & Quit option 


Continue the game, end you Il be ebie 
ta re-enter the house and get enother 
surtl 


IN@S AWARERTG 
@ From Agent #912 
Trick Warp 


Is it possible to finish Tbe Legend of Zelda: A Link + 
to the Past without getting the sword? Well, 1t might 
be if you use this great trick to explore all of the areas 
of the game before you normally would. Any tume 
you are on the very edge of the screcn, press the 
Select Button at the same time you leave the screen. 
If you time it correctly, the Map Screen will appear. 
When you return to the game, you will be in the exact 
same spot, only one screen over. You can use this 
trick to warp to the other side of obstacles that you 
normally can’t clear yet. If you get stuck in a wall or 
otber barrier, quickly try the trick again. If you don’t 
clear the barrier, Save & Quit the game, and you can 
continue from the last building or cave you exited. 
NOTE: This trick may not work on future versions of 
the game. | 


Will | Ran 


When you find an obstacle you can't 
pass, try this trick to open your way 


Tus) | Ban 
Go beck one screen, end stand on the 
very edge of the screen 


‘When you return to the game, you will 
be ithe exact same spot, only one 
screen over 


Presa the Select Sutton et the exact 
‘same tme thel you exit the screen to 
make the map eppeer 


SECRET AGENTS WANTED 


A popular activity among Nintendo game : 
players is developing tips and strategies. If 
you would like to share your own special tips 


with us, send them in! Choose your own 
three-digit agent number and be sure to 
| include it with your codes. 


\ 
} 
| 
: Our Address ts: ) f 
: Nintendo Power 
: Classified Information { 
t RO. Box 97033 - 

? Redmond, WA >) ae 
! 98073-9733 
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* HOW DO1 GET THROUGH THE i 
FORTRESS IN WORLD 3-4? 


s you work your way through 
the fortress, you will come to 
some places where you'll 


have to choose which path to lake, If 
you take the correct one, a bell wall 
ming and you'll contunue further into 
the fortress If you choose the wrong 
way, a buzzer will sound and you'll 
Tepeat the sectton you just completed 
If you listen for these sounds. you'll 
quickly find the path thal takes you to 
your meeting with Bowser Start by 
going past the first green pipe 


Go pastthe first green mpe Jump up on the next 
two pipes to the highest ledge on the right 


Drap dawn and hit the four invisible icon blocks on 
the (ett. Jump anta them end go to the right. 


orld 8-2 will keep repeat- 
ing itself unless you find 
the hidden exit’ You'll 


come to a pool about half way through 
the stage. Just past u there 1s. a gap and 


About half wey through the stege, you Il sea a Koopa 
Paratroope flying below @ high black. 
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a red Koopa Paratroopa flying below 
a block high in the air. Jump to the 
night side of the gap and bounce off 
the Koopa to hit the block and cause a 
vine lo grow upward After hitting the 


Jump up, bounce off the Kaapa and hit the tock to 
make @ vine appear 


block, hold the Controt Pad to the 
nght so you won't fall into the gap. 
then jump back up and climb the vine 
Once you're in the clouds, go lo the 
tight to find the castle. 


Climb tha vine up inte tha clouds Go to the right unul 
you reach the castle at the stage’s ond 


HOW DO | FIGHT THE APPRENTICES? 


4 ighting other apprentices 14 
difficult because the 
Always built up to about the 

ame level your character 1s, bul you 
can gain the advantage by memoriz- 


| 
| 
q 


Fighting tho other appre s lough work- they re 
always at comparabla experience levels 


|? WHERE 


\. o for Ihe apprentice 
took the Sky Rune At each town 


step outside and look at the town in 


se the Wind Rune to warp 
from town lo town, looking 


your crystal ball. If it looks normal, 
new town, bul if it Mashes, 


Ww rp lo d 
there 1s a Rune to he tound in lhe 
town Enter and save your game al 
the Inn. then search the town lor the 
apprenuce who took the Sky Rune 


You'll have ja deleat him or her to 


gel the Rune 


| HOW DO | 


WO ben you reach Gorsia in the 
af Castle of Gorfun, you must 
MMMM nse the seven Runes in 4 


Gorsia iso 
savan Run 


a help you succead in y 1 


fF who 


AGA 


ing their attack patterns They vary 
but cach uses the same pattern when 
fighting the same opponent When 
you first igh), survive as long as you 
can and write down their patterns of 


ble, writing dawn 
Ist YOU 


Survive as far int 


the attack patte 


THE APPRENTICE STOLE THE SKY 


who slole the Sky Rune, vavel 
ig the Wind Rune 


To find the appran 


Particular order before you attack 
Use them in the following order 
Wizard, Light, Water, Star, Moon, 


against Gorsia, than 
ach of Ihe sin the ordar listed above 


Richard Storms 


dltack so you'll Know how to plan for 
your next bouts Enemy apprentices 
might use healing spells ax exira 
steps, but they "Il return to their regu- 
lar patterns in the next rounds 


se healing spells thay!) revert to Tha:r 
rounds 


Ienemi 
regular patterns in the followin 


Wind and, finally, Sky Using them in 
any other order will be inelfective 
Attack after using the Runes 


Runes mount ack using 
ingest offensive moves: 


After using all of t 
your character's si 
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HOW DO | GET THROUGH FLOOR 3? 


STAIRS 


= 4 
FROM FLOOR Z 


for specific locations At 
Chambers of the Guardian,” 
Pp the green gem button 
next to the cell that the Chest 1s in to 
teleport it to another room. Keep tele. 
porting it until it appears at the end of 
the hail. Open the Chest, get the 
Mirror of Dawn, and hold it in front 
of the eye to open a secret door 
At the “Matrix,” step inside, go 
two screens north, 41x west, four 
south and one west Push the switch 
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to open the door, then go one screen 
east and three south to find the hid- 
den room 

At the “Room of the Gem,” place 
an item on the trigger to close the pit, 
then cross over and flip the switch 
Find the Blue Gem and bring it back 
to open the other door 

See Volume 54 for tips on the 
“Cast Your Influence, Cast Your 
Might” message and the “Time 1s of 
the Essence” door 


SI won 


]Pcor 


Cea 
fr SWITCH 
= 

©) T=LEPORTER 


PS ertturn 
TILE 


SECRET 
pack 


* HOW DO |GET ITEMS INSIDE THE 


UNBREAKABLE BLOCKS? 


ou must defeat Ring Man and 
get the Ring Boomerang 
before you'll be able to col- 


lect the items from the unbreakuble 
blacks The Ring Boomerang 15 an 
awesome Weapon that you Can shoot 
out m any direction It’s capable of 
passing right through the sohd stone 
blocks. picking up the items instde 
and returning to you carrying the lit- 
Ue treasures To defeat Ring Man. 
jump to avoid the rings he throws, 
then sitde under him and fire at him 
from behind 


n Part 2 of Dr Wtly’s Ship, there 
| are two hidden areas that are 

filled with Pawer-Ups Finding 
the areas and collecting the 
Power-Ups will help you succeed in 
reaching Dr Wily ina healthy 
enough condition to put up a good 
light. To find the secret spots, look 


tthe fighting duck, godown one 
block the “+” oni 


PUZZLED? PERPLEXED? PERTURBED? SOLVE YOUR PROBLEMS BY CALLING THE PROS! 


rm 


dean Crothers 


To galthe Ring Boomerang baat Aing Men Avoid 
hts rings and wart tor a chance ta slide under him 


for two blocks that have "+" marks 
on them You'll tind the first after 
defeating the egg-throwing duck and 
the second after defeating the floaung 
eye that 1s the guardian for the stage 
Go down one screen irom the fighting 
duck to find the first block and go to 
the right after beating the boss to find 


You I have to defeat t 
can saarch for the 


19 oyabail hetorn you 
block 


You can thiaw the Ring 
Use it ta collact the toms 1 


rang mall directions 
dé unbraakable blocks 


WILY’S SHI 


the second one Use your Charge 
Kick to break through the “+” blocks. 
then start collecting the goods that 
Protoman doles out When you"ve 
callected all of the Power-Ups. 
Protoman will disappear. Now you 
can conttnue your quest to hunt down 
the nefartous Dr Wily. 


aed 


j 


After you haat up the big eye, go atl tha way 10 the 


ra@n io find the “+ block 


tight and drop down one 


4 \S 

le Counselors’ Corner 
ie) 2.0. Box 97033 

iL Redmond, WA 
(wi 9B073-9733 


(206) 885-7529 


Nintendo Game Play 
Counselors are on call 
Mon -Sat., 400 a.m 
to Midnight and Sun., 
6:00 am to 7.00 p.m. 
Pacific time. 
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TEP-BY-STEP GUIDE TO 


STARTROPICS 


CHAPTER 1 


When you begin, walk to the left and 

enter the small village of Coralcola, 
Go into the large building on the left 
and talk to Chief Coralcola to receive 
the Island Yo-yo, 


Talk to everyone else in the village 

After you speak to all of the 
islanders, the man blocking the upper 
right building will move out of your 
way. 


Enter the top nght building, talk to 
the Shaman, then enter the Island 
Tunnel. 


Defeat the C-Serpent inside the 
Island Tunnel then exit 


CHAPTER 2 - DOLPHINS 


When you begin, travel east in the 
Sub-C until you encounter the 
Female Dolphin. Agree to help her find 


When you reach the island, steer 
the Sub-C through a tunnel and 
dock to the east of the Lighthouse. 


Talk to the man inside the 
Lighthouse then return to the Sub-C. 


From the dock, go one space down, 
all the way to the right, all the way 
down, all the way to the nght, through 
the wall, one space down, right and 
through the wall, then down to the dock. 


Enter the house south of the dock 
and talk to the woman inside. You'll 
learn about a Bottle on the beach 
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Travel north then east as you work 

your way to Dr. J’s lab Along the 
way you will run into Bab2oo Talk to 
him to receive the ID Code to start the 
Sub-c. 


Continue south and enter the lab 
You will automatically board the 
Sub-C, ending the chapter, 


Walk down to the beach and follow 

it around to the upper right’ Walk 
left through the wall to find the secret 
cave Walk through the cave and collect 
the Bottle. 


Return to the Sub-C. The ID Code 

you found in the Bottle will allow 
you to make the Sub-C dive by pressing 
the B Button. 


From the dock go ail the way up, 
submerse the Sub-C, go one space 
up, one space left and dive again. 


Go right, up through the tunnel, 
then dock the Sub-C. 


1 0 Walk as far south as you can, 
then walk through the moun- 
tams to get the Big Heart. 


- PRELUDE 


From the Entrance 


@ Work your way Up 11 rooms 
@ Defeat the C-Serpent ® Continue 
Up three rooms to find the exit. 


Stand on the center block and shoot 
the C-Serpent in the mouth when it is 
open. If it shoots fire at you, quickly 
jump to the left or right to avoid 
being hit. 


1 Walk to the northeast comer and 
enter Octo’s Lair. Defeat Octo 
and save the dolphin. 


@ Work your way up one room, all the 
way nght, and up one room © Work 
your way to the left two rooms then up 
one room. ® Go to the left side of the 
room then up to the next room. @ Go to 
the left side of the room, go right through 
the wail, walk up, right through the wall 
again, then go up to the next room. @ 
Continue up one room, all the way to the 
left, and up to the next room. ® Continue 
up two screens, go left through the wall 
and collect the Snowman @ Go up two 
screens and defeat Octo the Huge. 


Jump back and forth across the bottom 
of the screen, avording Octo’s shots 
until he comes down to the bottom of 
the screen. Use the Snowman to freeze 
him when he comes down, then nail 
him as fast as you can with either the 
Yo-yo or the Baseball Bat. Repeat the 
process until he’s defeated. 


PL CHAPTER 3- STORM AND CAIM 


Travel east to the small cabin and 

replemsh your energy. Continue east 
and enter the Miracola Tunnel. Work 
your way through «, then continue 
north to Miracola Village. 


Talk to everyone in the village, then 

enter the Chief's hut Agree to help 
his daughter, then enter through the top 
of the hut and see Bananette, 


Exit the village, travel east and 
enter Magma's Molten Tunnel. 
Defeat Magma and exit the tunnel. 


Travel north to Shecola Castle. 

Walk around the outside wall to 
find a set of stairs Go down the stairs 
and talk to the Fortune Teller, She will 
send you to the Ghost Village 


Go north through the mountains, 
grab the Big Heart and contmue to 
the Ghost Village 


In the village look for the tomb- 

stone in the upper left area that 1s a 
slightly different color. Walk into it to 
enter the Ghost Tunnel. 


Inside the tunnel, defeat Maxie, 
then extt. Outside, you will find the 
Crystal Ball in the dried-up pond. 


Retum the Crystal Ball to the Fortune 
Teller. Your appearance will be 
altered so you can enter Shecola Castle. 


| C 


Sail east to the island, dock the Sub- 

C and enter the village of Tunacola. 
Talk to Bait, exit the Village and 
reboard the Sub-C 


Sail east and get swallowed by the 
whale, Find the lighter and light the 
fire to escape 


Outside the whale, enter the code 
747 to end the chapter. 


Enter the Castle and talk to every 
one. You will get the Shooting Star 


1 Exit the castle and head west 

through the West Tunnel On 
the other side walk straight down, then 
left through the mountain. 


1 Exit the mountain, go south,and 

enter the Hermit’s Mountain. 
Find the Hermit to get the cure for 
Bananette, 


Miracola Tunnel 


Go up seven rooms, right one room, up 
one room, then exit the cave. 


Megme's Molten Tunnel 


@Work your way up two rooms, left 
two rooms, up two rooms and down the 
stairs. @ Go down the stairs again, © 
Go nght one screen, up two screens, all 
the way to the nght and up to the next 
room © Work your way up the right 
side of the room and exit the door at the 
top © Contnue up one screen, defeat 
Magma, go right one screen and exit the 
cave. 


How to Defeet Meqme 


Magma can not be damaged by your 
weapons. To defeat him you must find 
both Switch 
Blocks in the 
room) and 
reveal the red 
plungers. 
When you 
step on both 
plungers, he 
wall be 
dumped into the water, One switch 1s in 
the upper left comer and the other is in 
the lower nght comer of Magma's plat- 
form. 


TER 4 - CONFESSION 


To the Lighter 


@ From Baboo, get in the Sub-C and 
take the upper right path. Continue until 
the path splits, then go nght @ Go all 
the way nghi, down, right, then take the 
first path up. At the top, dive. @ Go up, 
left, down, one space down, one space 
left, then dive. @ Go up, left, up to the 
intersection and left again. @ Follow the 
path left, down, then right © Go all the 


Ghost Tunnel 


@ Go up one room, left one room, all 
the way to the left, then down two 
rooms @ Collect the Red of Sight and 
continue down two rooms, right one 
toom, and down one room. @ Defeat 
the pink slug and push through the wall 
to the night. ® Go to the right two 
rooms, down two rooms and collect the 
Lantern @ Go back up two rooms and 
nght one room. Use the Lantem to work 
fo the night two more rooms. @ Go up 
four rooms, nght four rooms, down two 
rooms, left one room and defeat Maxie. 
@ Go left one room, up one room and 
jump on the switch until the exit 
appears, 


How to Defeet Mexie 


First, use the Rod of Sight to make 
Maxie appear. Use continuous shots 
with the Bolo to take her out quickly, It 
will take 30-40 shots to defeat her. 
While you're shooting, move across the 
bottom of the screen te avoid beng hit 
by the cannons, 


West Tunnel 


@ After you have talked to everyone in 
Shecola Castle, jump on the trigger ten 
tumes to make the bridge appear. @ Go 
up one room, left one room, down one 
room and left three rooms © Go up 
one room and exit the cave, 


Hermit’s Moueteie 


@ Go up one room, nght four rooms, 
up one room and take the stairs. @ Go 
night one room, all the way to the nght, 
then up three rooms © Go nght three 
rooms and take the stairs ® Go up four 
rooms, right two rooms, down one 
room, then press left through the wall. 
Jump onto the water spout to find the 


Hermit. 


way down, all the way left, up one space, 
left through the wall. all the way down 
and exit the Sub-C. @ Walk down, might, 
up, right and collect the Lighter 


VOLUME 58 69 


Dock the Sub-C and enter the vil- 
lage of Bellcola. Talk to all the vil- 
lagers, then see the Chef. 


Exit the village and return to the 

Sub-C. Travel east along the coast 
until you find a dark spot im the water, 
then dive 


Move up one space and dive again. 
Go north 12 spaces, then go left 
through the wall and dock the Sub-C. 


Go to the Fishman’s Hut, get the 
Fresh Worm and retum to Bellcola 


From Bellcola, go west through the 
tees and talk to Peter the Parrot. 
Talk to him and give him the worm. He 
will tell you the musical sequence that 
you must play to get into the memorial. 


Return to the dock near the 
Fisherman’s hut. Go up the stairs, 


Sail east to the large island, move 
ten spaces down from the 1op of the 
island, then satl nght through the island 


Dock the Sub-C and visit the village 
of Howduyadu-Cola. Talk to all the 
villagers, then reboard the Sub-C. 


Sail northwest from the village until 

you can find a place to submerse the 
Sub-C. When you resurface, move nght 
five space, down two, and dive again. 


(1 Pei on the island below you and 
take the stairs to find a Big Heart. 
Return to the Sub-C, sail east through 
the narrow passage and locate the island 
with the hut on it. Sail south to the cres- 
cent shaped tsland and push right 
through the center of the island 


Sail south to the small tslands in the 

arrow formation. Enter the second 
submerge spot from the left Sail down 
and left, then take the bottom set of sub- 
merge Imes. 


Travel to the left and dive again Sail 
up to the left side of the big island, 
then push right through the island, 


On the other side of the island, sail 
eight spaces nght, five spaces up, 
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CHAPTER 6 


all the way to the left, then follow the 
path through the mountains. At the end 
of the path, push left through the moun- 
tains. 


Inside the cave, waik up one step, 
left two steps, up one step, then two 
steps left into the secret passage. 
Follow the passage out of the cave and 
enter Captain Bell's Memorial. 


Play the giant piano. Step on the 

keys in the following order. 1, 3, 5, 
4,1, 3. When the fire is gone, take the 
stairs, 


Work your way through the cave 
and free Captain Bell’s ship 


then submerge. 


When you are underwater, travel to 
the upper left cave and enter 
Turboss Cavem. 


After finishing the cavems, follow 

the path to the right, take the first 
path up, the first path right, and follow 
the path to the entrance of Big Rock 
Cave. 


Turboss Cavern 


© Go up three rooms, left two rooms, 
up two rooms and defeat the Giant 
Turboss @ Grab the Anklet then exit to 
the left Go up 2 rooms and push 
through the left wall © Go up one 
toom, left one room, all the way to the 
left, up three rooms, then defeat Broken 
Joe 8 Continue up one screen and exit 


How to defect Gient Turhoss 
Jump back and forth on the three center 


TAIN BELL 


REUNIO 


© Go up one room, left five rooms, up 
one room, then walk up and fell 
through the floor @ Take the lower 
night stairs back up, walk five steps up, 
left through the wall, two steps left, 
one step down, and left through the 
wall again. ® Go down one room, left 
four rooms, down two rooms. left two 
rooms, and 6 

two rooms 

In the room 
with the brg 
purple ene- 
mies, use the 
Rod of Sight to 
reveal a ghost. 
Hit the ghost and exit the room to the 
left. ® Continue left five rooms, up 
one room then nght through the wall. 
© Walk up, go back to the left through 
the wall, hit the switch and finish the 


stage. 


bottom tiles to avoid the shots Hit the 
boss when it comes down to you. You 
will be able to keep from being hit as 
long as you keep jumping. 


Captain Ball's Cava 


How to defeet Broken Joe 


Use the Baseball that you find in the 
cave to defeat the statue. Throw the ball 
when the mouth 1s open, Stand at the 
bottom of the screen and jump over the 
snakes as they approach you, 


Big Rock Cava 


@Go nght through the wall, up seven 
rooms, then left one room © Jump up 
to the next room, move to the left, jump 
down one room, move to the left and 
push through the wall to the left side of 
the room @ Go left one room, up eight 
rooms, left one room through the wall. 
@ Go down two rooms, left one room, 
up two rooms and defeat the Twin 
Statues. 


How to defeat the Twin Stetues 


Activate the Asterisk weapon and stand 
on the center block closest to the tap of 
the screen, Shoot the blades up and split 
them when they are between the two 
statues. This will damage both of the 
Statues at the same time. Jump up to 
avoid being hit by their shots. 


CHAPTER 7 - ALIEN SPACESHIP 


Defeat the Jump-Pack Jumper and 


find the first Cube \ 
ams the Osteroid. 


Find the second Cube in the Space 
Muze 


© Go up and enter the space ship Once 
inside, go up three screens and collect 
the Vitamin X @ Go mght one screen, 
down one screen and jump on the left 
tcleporicr @ When you reappear, take 
the top teleporter @ Jump to the left 
and collect the Medicine, then go nght 
one screen @ Punch through the top 


wall and grab Vitamin X, then take the 


teleporter on the previous screen, 
© Take the mght teleporter, then go 
down two screens Go left one 
screen, continue all the way left, collect 
the Gun, then take the lefi teleporter. 


® Take the night teleporter, go left and 
defeat the Jet-Pack Jumper @ Exit 
through the upper wall, take the mght 
staircase and grab the first Cube. 


Use the Gun, Super Nova or Spiked 
Boots and attack them from the sides. 
There isn't any set pattern to defeating 
them, so kecp moving! 


© Go up one screen, nght two screens 
and punch through the top wall. 

® Collect the Medicine, go back down 
one screen and continue to the nght two 
screens @ Defeat the enemies, exit 
through the upper wall and take the 
teleporter © Defeat the enemies and 
exit through the nght wall. @ Go right 
three screens, defeat the enemies and 
exit through the nght wall, @ Go up 
one screen, right four screens and defeat 


the Osteroid @ Continue through the 
upper wall to enter the Space Maze 


nies oniidataa élie Cletmcand: 


Use the Super-Nova to push the 
Osteroid to the right side of the room In 
the middle of the bridge there is a hlock 
Hit the block to make the switch appear, 
then jump on the switch to collapse the 
bridge. Push the Osterond off the bndge 
with the Super-Nova, 


@ Go nght, down, nght, up, nght. up. 
take the second right go up and then 
lelt to the stairs @ Follow the passage 
to the next set of stairs @ Go one step 
down, all the way to the nght, up, nght, 
up. right, down, then left to the stairs 
@ Follow the passage to the next set of 
stairs. ® Go lefi to the stairs @ Follow 
the passage to the next set of stars. 

@ Go down and get the second Cube. 


CHAPTER 8 - FINAL BATTLE 


Go up two screens and Battle 
Zoda, then exit through the left 
wall 


Go all the way to the left then 
down one screen. 


Continue left two screens and 
aleteat the Computer Core 


Exit through the left wall, go up 
four screens und battle the second 
Za 


Collect the third Cube to finish 
the game! 


Collect the gun in the upper mght cor- 
ner of the room, then attack the head 
whenever it appears Run to the oppo- 
site corner of the room whenever the 


hand appears. Avoid the hand at all 


ts! 


Stand on the trap doors in the top cen- 
ler when they are closed and shoot at 
the core with any weapon Jump off 
the trap doors when you see the one 
in the lower corner open Repeat this 
process as fast as you can to keep the 
Core from healing itself 


Try to keep your distance and shoot 
Zoda with your Super-Nova or Gun, 
Keep moving to avoid his shots. If 
you can trap him in a corner, you'll 
be able to defeat him quickly. 
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he challenge 1s on, and the response 1s great! Someof achievements, Do you think you can do better? Then 
the best players around are sending in their scores and =— send us your scores and show off your skills! 


| CHALLENGE 


SUPER EMPIRE 


SOLDIERS OF 
STRIKES BACK FORTUNE 


What's the Highest Score you can i Send us your all-lime best Score. How much money can you collect 
during the game? 


TS See 
=. + 
& oh " 


wisely? 


What is your widest margin ol vie- 
tory in a one-player game? 


What is your best time on the 
Rainbaw Road? Joe, the top-ranked player? 


® —~ 
—a 7 ft 


ball to ! 
H 


% imantenn | 


SUPER POWER CLUB CHALLENGE 


‘The top 25 players that best meet the monthly challenge = 
Hl be awarded 4 Super Power Stamps for use towards the METAL COMBAT: 
purchase of Super Power Supplies Send all eligible FALCON’S REVENGE 


Ca : 
ww : entries to the address at right. The entries must TTR A ; 
pre ee include the following, Name, address and Membership Whatils your, hest vmeen Rai 
are ~~ Number of the player and a photograph of the completed ivan Bi , 
of Y challenge (which includes the system in the photo), eal ial 


All entries must be received by March 31, 1994, 
inners will be printed in a future issue of Nintendo Power 
and will be notified by mail. All scores printed are 
decided by Nintendo Power Staff. All decisions are final, 


2 re 
= eed 


72 NINTENDO POWER 


SUPER STAR WARS SHADOWRUN 

Finished the game. Lowest body score at the ] 
| game’s end. 

Josh Little Finished James Schneider 

Bellevue, WA K.C. Scott 12 Jackson, MI 
Kevin Heimberger Finished Spokane, WA 

Hacienda Heights, CA Jared Exstrand 893,200 
Brooke Larkin Fimished Elwin Ranson 13 Kingston, NY 

Addison, IL. Stanwood, WA Neil Thompson 890,780 
Andrew Gates Finished Rich Smith 13 Queens, NY 

Indialantic, FL New York. NY Richard Knueger 889,200 
Joey Rispoli Finished Jeff Cross 14 Sheboygan. WI 

Honolulu, HI Tempe, AZ 

Se Greg Clark NES OPEN 
ues TOURNAMENT GOLF 
Phil Olsen 


Jersey City, NJ 


Lowest Scores. 
Rich Pelshaw -19 
BART’S NIGHTMARE Omaha, NE 
Alan Tolman 8 si 
Denver, CO Michacl Zumwalt +19 
, Best report cards, Omaha, NE 


Lance Keller -6 | 
James Sakai At Andrew Finkle 17 
Long Beach, cA Richmond, CA Heuston, TX 
ee i 
Justin Reid “ll 
Tracy Micheau A+ 


SUPER BLACK BASS IRs 


Hoquiam, WA 


Biggest bass caught. Tim Frank At 


Sterling, IL 


Aaron Freeze 25Ibs 7oz Highest Scores, 
Virginta Beach, VA Justin Walsh A- 
Eustis, FL. Mark Firstenburg 540,147 
David Murawski 24Ibs 140z Mike Harris A- Littleton, MA 
Lake Zurich, IL San Francisco, CA 
John Oorton 24lbs Ioz Oedi Hubbard B+ Steve Raymond 170,872 
Speedway, IN Laguna Niguel, CA Arcata, CA 
Pamela Hodge 24 lbs 9oz Andrew Johnson Bt Davis Kohl 134,324 
Tampa, FL, Kansas City, MO Northhome, MN 
Jason Hasty 24 Ibs 9oz | Jacques Crocker B+ Greg Aloe 128,271 
| Hanna City, IL Orchard Park, NY Madison, CT 
Vemon Oe La Veryne 241bs 4oz Eric Bengfort B Phil Black 126,334 
Sumner, WA Gainsville, TX Dallas, TX 


| CAN BEAT THAT SCORE! 


Send us your name and address witb a photo of your 
accomplishment! To take a photo of an NES or Super 
NES game, use 4 35mm camera without a flash. Turn out 
the lights in the room, hold the camera steady and shoot 
your best shot! To take a Game Boy photo, place your 
Game Boy on a fiat surface, then take your photo using 
natural light Make sure the system 1s included in your 
Photo. Nintendo is not responsibie for lost or 

late mail. All scores printed are decided by the 

Nintendo Power staff. All decisions are final. Send to > 
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Wario was foiled in his attempt 
to take over Mario's castle in 
Super Mario Ls 


[\ 
p=. 
a= After being soundly beaten when he tried to take ever Mario's 
castle, Wario figures that there must be an easier way to get a. 
castle, Plan B involves stealing treasure from the Brown Sugar Pirates, He's 
sure that they are hoarding enough plunder to finance the building of a castle 
so grund that Mario will be green with envy, so he sets out for Kitchen Island Wario's regular domie-topper 
and buried treasure. As he explores the island and tangles with pirates, he Koa ecairiae that Bes tin 
dons a variety of hats that give him special abilities, the abihty to bounce enemues 
off the screen and break 
through brick walls using a 
powerful Body Slam. 


GARLIC POT | 


The Garlic Pot Is a 
Power-Up. Its effect on 
Wario depends on what form he’s in 
when he finds it Small Wario be- 
comes big, big Wario becomes Bull 


When hes weanng the Hard Hot. Wano 
ick up a Garlic Pot If Wario's small, he'll gat the ean break through bricks by dashing into 
Hard Hat. If he's big, he becomes Bull War them twice, 


Bull Wario can break bricks with a single dash, 
up-end enemies by stomping the ground, and 
slick into the cetling with the helmets horns. 


With the Bull hat, Wario 
ean break through bricks 
and sbck to tha coding = 


— " ee, 
' JET WARIO 
The Dragon Hat is one hot tem The Jet Hat iets Wario fly 
Wario can't dash while wearing the for short distances. If he, 
It but he won't need to—he can burn fi flies into enemies or walls, i! 


fis way through bricks and fry his MMM has the same crushing 
enemies with fiery breath effect as the Body Slam does. 


‘Wan gets all fred up when fu Jet propelfed Wario 15 speedy. He can jump 
wears the Dragon Hat. He can burn fugher and run faster than the sther forms of Warie. 
hus way through walls and enemies 


VOLUME S58 By 


The first place Wario explores when he 
reaches Kitchen Island is Rice Beach, where 


he lands. Barres left behind by the pirates fitter the COINS HEARTS 
seashore. The first enemies he meets seem tame, but aaa i Datoating ae aren 
the Rice Beach boss is big and mean. castle. Defeat but each Heart 1s 
enrues and break worth tan Earn 100 
» ‘locks to find coins. points for s 1-Up. 
L EVE L 1 KEYS STARS 
Use the Keys in the Stars make Wano 
The first stage is a breeze. Wario bops alone, breaking A invincible for 3 brief 
blocks and bounding over barrels, Later, after the tide locked Skull Doors pened. Ha can run 


i i really fast durin 
comes in, return to this area and explore one of the that Block the way eed 
caves after it fills with water, 


; = | Some levets. including this one, have midpoints that you 
LEVE L 7] can restart from if you can’t complete the entire level in 
eee ee one try. Watch out for fading ledges! 


Watch your step! The Droppers hug the undersides of ledges. If you 
jedges in this area fade have the Bull Hat, jump and press down as you 


in and out. You’l! fall to land to stomp, which will make them fall while 
the ground when they you're still a safe distance away 
disappear. - 


WARIO LAND 


SUPER MARIO LAND 3 


Come hack to this om after Rice ; 4 Pons he end of Leve \ 
Booth floods. You't be eble tu Whe you come to the end of Leve 
you'll see a statue and a Penkoon 


snam ty the nght to collect lots of 
coms and three 1-Ups. When the Penkoon tosses 


statue. a door will open t 


0000 1 & 0000 
bbb - 
—— 


Se eS 
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LEVE 
Shifting sands make the going tough in Level 
3, As you can tell from the double circle on 
the overworld map, there are two exits for this 
level. You won't be able to find the second one 
until the area floods, though. Let yourself be 
pulled down the sand chutes to reach the under- 
ground rooms, where you'll find pirates’ treasure. 


1 SAND SWIMMING 
Press the A Button rapidly to stay up near the 
lop, away from the piranha plants 


js fae es 


Inthe first partof Level 4, you'll be racing against a giant 
Pouncer as you break your way through walls of blocks, 
It helps if you have the Bull Hat, so you won't have to 
strike the blocks twice. Midway through you'll reach an 
opening. Jump up to the ledge above and wait for the 
Pouncer to catch up se you can ride it to the right, More - 

walls of blocks and some falling Pouncers await 
' you ns you near the end of the section. 


7 { 


When you reach the opening, jump up to the ledge and 
wait for the Pouncer Hop on and ride 1t over the lava 
pools lo the might. watching for spikes and bats 


As you nde over the lave pools duck to avaid the spikes on the undersides of Ihe 
blocks Pick up a Hear end a Garle Fot by tapping the fece blocks overhead ent 
quickly jumping up te grab the stems then hop Sack ento Ihe Founcer 
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WARIO LAND 


SUPER MARIO LAND 


: Tt 


399000993000300 f 
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swim past the orginal exit to 
find a second way out. 


If you hit an enemy once to 
stun it, then pick it up and set it 
where a Pouncer can hit, 
you'll carn a ten-coin piece 

this with a Pirate Goom. 


Ee 


tures 1n this area are 
spiked tails that they jab at 
Exther hit them from underneath or jump early 
enough t the tail and bop them on their heads, 
Take them out before trying to collect coins. 


aD OOO DD | 
33 4 OOO @ jo; 


‘. Stun a Pirate Goom and put it under & 
> rs, “ eer 3 Pauncar It's a quick way to earn coins. 


EVEL 5 


Level 5 is the last of the Rice Beach stages, You'll 
finish the level by confronting the first boss in the 
game. a big spiked Pirate Koopa, He’s not only vicious, 


he's fast on his feet. 


DD stds for Dangerous Duck and thes one hes 
‘a fovd ethiude ta boot, Ha's @ pirate guard and 

he threws 8 beom- 

erang Stand of the 
barrel unbl he pitches: 
‘the beomerang, thea 
pounce on him, 


Break the blocks to uncover 

a door that leads toa switch 

Hit the switch to make the 
solid blocks around the 
face blocks disappear 


ININTENDOMPOWER, 


A couple of Sparkes are hangeag ont 1 this room. 
anee ae ‘one that approaches and crawl under 
tha block in the 

center af the rom 
Gn your way to the 
avit on the nght. 


The Spiked Pirate is big and fast. When ttchanges into a small turtle shell, 

it darts quickly back and forth, then up and down. Jump over it as it goes 

from sidc to side, then bop it from below when itfloats up You can also hit 

iton the head or bash it when It’s in its pirate form. 
pacaaans 


Instead of fighting the current 
to reach the blocks and door 
under the platforms, jump off 
to the right and let the current 
pull you back to the teft to 
teach them. Watch out for 
those pesky Pinwheels. 


ts pull you ev 
but if you hi 


Mount Teapot is aptly named. It has 
six areas to explore, und the region's 
boss sits high atop the teapot, on its 
lid. The enemies that live in and about 
the mountain are more orncry than those 
you met up with at Rice Beach, so cleari 
these levels is more challenging. A s 

exit leads from here to Sherbet 


MT. TEAPOT 
LEVEL 8 


raoch th 
Wt will take 


1 the platform to the left 
coin arrow Jump diago- 


A 


* 
> 


aD You can continue to progress in the game without going to 

the island, but it’s 4 side trip that’s well worth the detour. 

it’s a freezing cold place, so you'll have to negotiate slippery 

surfaces as you explore. There are Treasure Chests to be found 

here, and, if you beat the area's boss, youll get multiple }-Ups. 

Of course, said boss is a prickly penguin that’s very difficult to 
fight, so you'll have to earn those |-Ups. 


LEVEL 15 


Like all of the levels on Sherbet Island, Level 15 is an icy 
one. You'll have to take care not to slide off the edges of 
ledges and platforms. Keep in mind that you'll slide 
when you land from a diagonat jump, but you won't if 
you jump straight up. There are two exits to discover as 
you explore vertical and horizontal areas. 


1 Gloomy Gooms 


Don’t descend the ladder without looking where you'r 
There are Pirate Gooms hiding tn the walis, and they'll s 
you with their speurs if you get in their ways Wart until 
they turn their backs before you continue 


2 FAST-FROZEN FOES 


You'll see enemies frozen into walls and platforms all over the 
island, Don’t waste your time trying to defrost them, They're 
frozen fast—not even the Dragon Hat will thaw them 


WARIO LAND 


SUPER MARIO LAND 3 


your step 
th ce underfoot, it's 
inde into enemies o7 
s. If you have the Jet 
, you can fly ever the ico 
instead af stppiag and sliding 
along, 


It’s hard to collect all of th sin this area without wedr- 
the Jet Hat Work your ver to the might 


BOO 


5 with the Jel Hal, but if y eve the Bull 
a the ceiling when things g 
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‘Siay well abeve the spikes ee your way to the roam 
at tha nght Aftor you tnp the mystery swatch inside 
the door, you can walk beck to the deor on the rew 
af blocks that suddenly appears. 


SHERBET ISLAND 
LEVEL 15 


It you take the first exit you come to youll be able to r p the switch ga 
cantinue to Level 16 icy slege where you Il find fonue we the left, where you il find some new steps 
Treasure Chest and bwa more exitsone of which is leading up to 8 door Go through the door end trp 


ry difficult to lorste Snother switch to find the second ext 


SP The action heats up in Stove Canyon, where lava beds and 
fireballs abound and mining cars are the mode of transporta- 
tion. There are also lots of those Demon Bats with their 

razor-sharp tails that swoop down to impale unwary treasure 
seekers, and the region's boss is a big hot-head who breathes fire. 


LEVEL 23 


Timing is tight as you dodge Demon Bats and leap 
from mine car to mine car in this level. You'lLeacoun- By oi 
ter Spring-Ups, springs that send you sailing high into: 
the air, for the first time here. 


The SS Teacup is anchored just off the southeast coast of the 
island, As you’d expect, there are lots of Pirates on board, 
? What you might not be prepared for are the alligators with 
their lightning-quick, snapping jaws and the dive-bombing 
birds, Prepare to explore both underwater and on the beach, 


EVEL 28 


You'll come up against some new enemies on 
c _ the SS Teacup. There’s a Dragon Hat in the 
} on the right, beside the entrance to the I 
to put it on for maximum protectic 
_ it to break the underwater blocks. 


* = 


STOVE CANYON 
LEVEL 23 


t the vary last 


Up Spring up to Exit 2 


EXT NAN 
WAN 


posts, 
90m through 
ver, Hit the 
h block to make a ladder 
r Climb to the coi 


of 


Set 


Parsley Woods is. a: huge area, with lots of irces and other 

obstacles, The pirates’ mining operation is located here, 

so thereare many underground stages to explore and min- 

ing cars to ride. Dangerous Ducks guard many of the cars on the 

: that runs through the area, so keep an eye out for the 
deadiy boomerangs they throw 


Ail aboard! The train's pulling out of the station in 
Level 33, and you're a passenger. The stage scrofls right 

ij) along and you have to keep up with it, so keep moving, 
Don't let any of the DDs knock you off the moving 
cars—you'll be a goner if they do. 


to walk on the mining car tracks 
seen in other areas, but don't try to 
tratn trai Keep up with the t 
keep your feet firmly on the car 


You'll get © reprieve gart wery through the irain . 

trig, Be sure te save your game at the : 

midpeint—the second half is even herder thar: : 3.15 tricky The cart runs 
the Siret 


but you have to jump 
over them to pick u 
coins It's easy 
miss the 
block as the screen 
lis, so jump di- 

onally to skip 

every other one 


WARIO LAND 


SUPER MARIO LAND 3 


Bown couch unter te OTHER 
‘blocks and pick up coms. s0 : PARSLEY PERILS 


hold the Cantro) Pad Up so 
you'll be ready to jump up at 
the next opemng. 
Parsley Woods ts the game’s 


— = . largest area. There are sev- 
eral new enemies here, m- 
THE MAIN i cluding spearfish and trees 
that drop spiked bombs, Be 
DRAIN sure to seek buried treasure 
in the underground areas that 
Finishing Level 33 opens a big PEO) Gills Geer 
drain and emptics the lake 


Return to areas that were under 
water to discover new secrets 


: | 
FPEOCLE PLA OT A 


9997990 9990309030090036 


sis Bunguce 


A TRICKIER TRAIN TO COME 


Don't think you've seen the Jast of the train when the caboose 
fades in the distance, There's a train level ahead that’s even more 
difficult than this one, so hone your tram-riding skills here 


VOPUMES 5 Ge 


The skull-like structure might represent a pirate’s jolly 
roger, but good times aren’t waiting inside. It’s a dark 
\\ and foreboding sight, enough to instill fear inthe hearts 
\) of fesser adventurers. They saved the worst for last: the worst 
enemies, obstacles and puzzles. Syrup Castle is the pirates’ strong- 

hold, and it's well guarded against greedy intruders like you. 


y 
. 


All of the enem ed earlier in rop spiked balls Edge over unul you 
the game show up in § Use the tec ground shake from the fall 
niques that you found to be effective previously. ally up and over to cle 


When you first enter Syrup Castle, go all the way to back and trip the switch again, then go back to the 
the night and hit the switch block. Next, go back to left, picking up items as you go. Hit the switch one 
the left, hitting all of the : ks on the we more time to reach the ladder. 


Shooting C Pick up the lamp to make it belch 
that you m 1 cloud, then yump on, float up 
the first one lo fire, tt C 


iresipsetsieeese! 


lsapaeseigan 


1) WARIO'S TREASURES 


treasure: atio, of course, ng for a grand castle to make Mario jea 
what he actually gets will depend on how much treasure he has gathered. 


To bulk up your bank account, trade — for coin ¢ Gente will pay well for 
each of the treasures you've found each, bul their values vary. 


| SSERS Jeacve|] [SEF Toons] 


TEST [occcc) 


(o=ae812) 


Every time you exhaust 
your supply of hves, one 
treasure Is taken from 
your collection. 


Look on the overworld 
map for Mashing dots. 
They mark the levels 
that have Treasure Chests 


Just how nice will — 
your house be? That 
depends on how 


much money you 9 


have. The best reward 
is a great castle—the 
worst 1s a humble 
birdhouse, which cer- 
iainty isn't grand 
enough to impress 
Mario! 


tury London, Mike managed to collect three of the 


f 
KNOCKOUT * 


Ep: | THE ADVENTURE CONTINUES _ 


1994 Nintendo 


Lust issue, we discussed the first four chapters of Mike | seven mystic Tetrads and defeat the first of three alien 
Jones’ journey through time. With stops ina prehistor- clones, the mighty Zoda-X Now, we turn to another 
}| 1¢ land of cave dwellers, Ancient Egypt and 19th Cen- page of the Oxford Wonder Worldand slip toa different 
time and space 


AHH. ..GO0D EVENING. ALLOW ME | 
#0 INTROOUCE MYSELF... 
THE NAME 13 HOLMES 


a 
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The Tetrad of this era ts lost ir 
long been closed by an avalanche Talk to the 49er min- 
ers and find out where you should place the dynamite 
in order to open up the mine. You could also uncover a 
ge that leads to a Big Heart 


1 haunted mine that has 


@ MINE CAR MADNESS 


2) GET THE 


A mine car villain fires mult- 
ple shots and controls a pair of 
Golden Children Jump over 
shots and target the car, 


and make your 
big move when 
they retreat. 


CHAPTER 5: SAN FR 


Sharp-ended logs shoot out of 
the walls ina narrow section of 
the mime Watch them carefully 


EB 


| MEDICINE 
| BIG STAR 


ANCISCO 


The piano player at the local sarsaparilla establishment 1] 
will play a tune for you that will clue you in on the steps | 
that take you close to the mine” rance, Look for an 
low the singer’s lead ) 
| 
| 
| 
i 
The pians player's Cactus Dance ts 9 clue thal wall he uncover tha 
location of the lost mine { 
} 


POINT 


There area pair of Big 
Stars in the passages 
r of the haunted mine 
} | Collect these Items 
| and use them in your 
4, battles with the most 
challenging creatures 
of the stage for 
temporary 
invincibility 


BIG STAR = 
i AND MEDICINE 


MASHING 
MINER 


MASHING MINER 


ing hero Clear away the rocks, 


Everything stops for a moment when 
Mashing Miner slams his hammer to th 
ground After the slam, several r 
| down and cause trouble for our time-travel: J 


blades at the ghost before he hammers again 


the 


racks roll 


then toss 
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«_ [CHAPTER 6; RENAISSANCE ITALY] 


Renaissance man Leonardo da Vinci 
has been encased ina plaster-like sub- 
{ stance by the evil Zoda-Y, Mike’s mis- 
sion 1s to make it through Leonard 
| workshop so thal he can retrieve a 
hammer and chisel and free the mas- 
ter artist. 


With his plaster covering removed, |iRRES esetaEeer=err mee 
}, Leonardo 1s able to help Mike in his |RRMERS Co ener ass 

} search for the remaining Tetrads. The 
artist provides the adventurer with a 
flying machine and a Katana and 


sends him on his way to a castle 1n the 
east. 


| or EAST CASTLE _ rE 


The castle is loaded with trap doors and dead end 
| Passages. Matching letters on the map indicate 
| connecting areas. Follow the letters in alphabetical 

order for the fastest possible route to the Tetrad. 
When you fall into a hole, fight your way out, then 
keep moving 
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From a palace in Eastern Italy to a haunted castle in 
Transylvania, Mike time slips in pursutt of Zoda-Y and 
the Tetrad that the monster has stolen. There are many 
ghoulish creatures in the castle. Take them on one ata 
ume 


~] In order to advance to the Tetrad, you 
J must clumb up and drop through certain 


| j holes Gully the map closely. 


3-WAY SHOT 
ae MEDICINE 


a 


MEDICINE AND WAY SHOT Reet at 


= —< 


This powerful item fires 
shots in three directions 
Use it in rooms where sev- 
eral enemies are approach- 
mg al once 


a 


TRY YOUR LUCK SIGN 


The castle leader ts an 
owl-Jike incarnation of 
Zoda When the bird ts 
Nght, run and jump over 
the debris Then fire when 
it lands: 


‘CHAPTER 8: CAMELOT 


SOOTY > ot SOW Ne Amen ADS at 


The last of the mystic Tetrads is in ant of the cave to the north. None 
a cave in King Arthur’s England. of the knights of the round table 
When Mike meets the king, hell are available to take on this crea- 
learn about the ferocious inhabtt- ture. Sir Mike must go aione. 


THE KING FoneiDs cATiZzEn’ 
YO TRAVEL REVONO THIS Fomwr 


1 EXPLOSIVE ENEMIES (2) KNOCK OFF THE KNIGHT 


The rock creatures in the cave The fast conveyors in this room 

explode in eight directions after will move you around in a clock- 

. they’ve been hit with a few shots. wise direction, Jump up repea- 

MEDICINE Steer clear of these enemies when tedly to stop moving, then toss 
they glow blades at the Knight Rider 


MEDICINE 


MEDICINE 3-WAY SHOT 


GON 
DRAGON | 
% monster ol the 
flies and fires | 
1 es Jump 
throw to hit its hed 
while W's im the air 
Then, when it lands, 
ip away from the 
flames and fire when 
sou have a clean shot 


MEDICINE 


ff x 
AND Aly 
3-WAY SHOT J i f 


9A 
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With all of the Tetrads in hand, 
Mike magically returns to the 
sight of his original adventure: C- 
Island, All of the citizens have 
been transformed into wild boars 
Now, Mike must enter the cave of 
C-Island and defeat one more 
group of powerful enemies to set 
things might and vanquish the ene- 
mies for good. 


ann 


Collect as many jars of Medicine as you 4) C-SERPENT 
can on the conveyors of the cave. Then 
move on toa rematch with the leaders of =) MEDICINE Mike met this cave teader im his ori- 


the passages in the past. 


ginal adventure Hit it when its mouth 
is open, then yump out of the way. 


fp —— f 
MEDICINE AND 3-WAY SHOT | 


MEDICINE} 


a 
{ MEDICINE 


3-WAY SHOT TRY YOUR 
LUCK SIGN 


, ag) = 
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E ey | elcome to the sixth 
iV J annual Nintendo Power 

Awards in which some of 
the toughest video game critics in 
the business cast their votes for 
the best games of 1993. Who are 
these judges? They come from 
across the nation, from the largest 
cities to the smallest towns, They 
play video games because they 
love the action, the strategies and 
the challenge Some are masters, 
others just love to play They, in 
fact, are you, anda million players 
like you who read Nintendo Pow- 
er. The Nintendo Power Awards 
are your chance to vote on your 
favorite games in nine categories. 
By voting, you'll also be entered 
in our Nintendo Power Awards 
contest where you can win some 
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excellent prizes. 

All games for the Super NES, 
NES and Game Boy that were 
released between January 1993 
and December 1993 were eligible 
for the Power Awards, but since 
that includes more than 300 titles, 
we had to narrow the field a bit. 
More than a dozen pros voted on 
their top five picks for each of the 
categories and those winners 
became this year’s nominees 
Although most of the develop- 
ment these days goes for the 
Super NES, you'll still find excel- 
lent quality games being released 
for the NES Competition for top 
honors in the Game Boy category 
remains as heated as ever 

So what will your vote achieve? 
Most importantly, you can help 


steer the industry towards the 
type of quality games you most 
like to play The Nintendo Power 
Awards, like our monthly Top 20 
poll, helps developers and retail- 
ers determine what’s hot and 
what’s not They listen to you 
Another good reason to vote is to 
recognize all the effort that devel- 
opers put into their work A vote 
of confidence may inspire them to 
further heights of ultimate game 
creation. Letting other game play- 
ers know what games are worth 
playing Is yet another good reason 
to vote. And, finally, you can’t win 
the grand prize unless you enter 
So let's get to it Make your 
choices and send in your ballots. 
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AWARDS 1993 


THE NOMINEES ARE... 


? FOR GRAPHICS 
& SOUND 


The nominees for Best Graphics 
and Sound include games utiliz- 
ing new technologies or program- 
ming techniques and exceptiona} 
ccs ane animation, 


Star Fox 
a The Magical Quest Starring Mickey Mouse | 
Clay Fighters 
Super Empire Strihes Sach 
Aladdin 
durassic Park 
Mortal Kombat 
Secret of Mana 


rh The Legend of Zelde: Link's Awakaning 
Gi Mege Mon 

Kid Dracula 

Megs Men IL 

EF Jurassic Park 
@ Kirby's Adventure 

a peagnne Double Dreyon 


~ FOR THEME SS 


The nominees for Best Theme and 
Fun ail reflect games with excep- 
tional depth of play and overall 
quality, but they range from action 
to fighting to adventure 


The Last Vilangs 
Star Fox 

Super Mario All-Stars 
Street Fighter IL Turbo 
Secrat of Mana 

Super Bomberman 

Super Empire Strikes Back 


B durassic Park 

B Tha Legend of Zetde Link's Awakaning 
Kirby's Pinbell Land 

1B Kid Dracula 

$8 Maga Man © 

i Kirby's Advanture 

@ Yoshi's Coolio 

BB Battletaads & Double Dragon 


The nominations in this category 
excel! at confounding human 
opponents, but they are so fun and 
involving that you want to go back 
for more, and more... 


Supor Empire Strikes Bock 
Super Mano All-Stars 
Star Fox 

‘Shadowrun 

Secret of Mona 

Alien’ 


@ Ultims: Runes of Virtue IL 

end of Zelda Link's Awekening 
© Mega Man IZ 

OB Tetris Z 

Kirby’s Pinbell Lend 


D Fire 'N Ica 
Kirhy’s Adventure 
ins Z 


FOR PLAY 
& CONTROL 


This is one of the most difficult 
categories to judge, Games should 
be intuitive, responsive and have 
a variety of moves. Complexity is 
okay if it adds to the game. 


Star Fox 
Straet Fighter IL Turbo 
@ Aloddin 
© Super Mario All-Sters 
i Cool Spat | 


i Moga Mon IL 

Maga Mon TF 

The Legend of Zelda: Link's Awakening 
Kirhy’s Pinball Lend 

& Felix The Cot 


Oi Mega Men © 
Bi Ducktales Z 
OD Kirby's Adventure 

© Battletoeds & Doukls Dragon 
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Please use the card betow to specify your cholces tor the 1993 Nester Awerde Find the letler that corresponds to # specific cate- 
gory. thon circle the number thet corresponds to your choice in that category. Please choose only one number for eech category 
for questions A through S. 


Graphics & Sound Chellenge M. Best Hero 


A Super NES G Super NES N. Best Villain 
B Game Boy H Game Boy O. Most Innovative 


c NES | NES P. Best Sports Game 


Theme & Fun Play Control Best Overall 


O Super NES J Super NES Q Super NES 
E. Game Boy K. Game Boy R. Game Boy 
F.NES L NES S.NES 


T Piease indicate, in order of preferenca, your five tevorita Super NES games. 

U Piease indicate, in order of pretarence, your five fevorite Game Boy gamee, 

¥. Please indicate, in order ot preterence, your five tevorite NES gemee. 

W. Trivie Test. If Nester can count 335 votes an hour, how many votes can he count in 480 minutes? 


Answers to the Player's Poll - Volume 58 
Name h CA ard retnr _Tel (ee J 2 $i E yy 
Address bie z 
city West por at State/Prov ani Zip/Postal OF 6 ie) 4 107 
Membership Number_O.3.3 FEO 32--2 __Age 13 


Please answer by circling the numbers that correspond to the survey questions above. 


wn 


T Indicate numbers from 1+ 112 (rom thelist on the back of the card) 1.25 2633, 1/24 265 
U Indicate numbers 119-171 (trom the lst on the back ofthe card} 1128 2.1275 166 4 1455 
V Indicate numbers 172-221 (rom the ston the back ot he card) 1.2/7 9 1603, 1904 M75 
W Trivia Answer 2650 


Did you know that you can get So what are you waiting for? 
back issues of Nintendo Power? Fill it out. Detach it. Mail it. Here’s 
Or special Tip Books designed to the address: 

make you a Power Animal? Well, Nintendo Power Magazine, 
you can! Just fill out the other PO. Box 97032 

side of this card. Redmond, WA 98073-9732 


5 Gare Corman seen range 


Super NES Games 


Spe as wt hi ri org 
Se he Gompf oe 


i 


i 
i 


P.O. BOX 97062 


Redmond, WA 98073-9762 


BACK ISSUE / TIP BOOK 
ORDER FORM 


H you missed these classic Nintendo Power Issues, don't miss out now! 
Prices listed Include the cover pnce plus the cost of shipping and hendling. 


‘Membership No 
Piease check method of payment: 

(i Check or Money Order 

{Payable to Nintendo} 


‘A MasterCard {Visa 


(Credit Gerd Number Enplraton Date: 


a) 


Telephone No 


Cardhoider’s Signaluee 


Cardholder's Name 
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NINTENDO POWER > AWA R D S 1993 


THE NOMINEES ARE... 


FOR _ 
BEST HERO 


Great heroes are great no matter 
what system you find them on, 
This year’s heroic nominees range 
from the totally tough to the whim- 
sically weird. 


> 


@@ Batman Blink GF AeroThe Acro-Bat 
@ Mega Man Gi Kirby £2 The Lost Vikings | 
Oi Bubsy Mario {J Luka Skywalker 
(Gl Fox McCloud 


r  FORBEST \ 


VILLAIN 


Just as with heroics, sintster doings 
transcend what video game system 
a villain appears on. These nomt- 
Nees are simply the most fun to 
hate 


ANY SYSTEM 


@ Andross @ The Dark Queen j 
Dr. Wily Tha Penguin | 
© Darth Vader Marvin Tha Martian 
_ HM. Bison Bi Goro El Jaffer | 


FOR MOST 
INNOVATIVE GAME 


Innovation 1s what keeps video 
games fresh and exciting These 
nominees offer game players new 
experiences and present new chal- 
lenges 


i Zombies Ate My Neighbors } 


@ Tha Lost Vikings Shadowrun 
© Super Bomberman BEV.O. 
Bi SimAnt 


FOR BEST 1 
SPORTS GAME 


When It comes to sports, the best 
play here, These nominees make use 
of the Super NES's superior tech- 
nology to provide the most realistic 
and fun sports simulations. 


I Nigel Mansell World Championship Recing 
B Tecma Super NBA Basketball 

© Modden NFL ‘94 WHL Stanley Cup 
| © WWF Royot Rumble @ Legends of the Ring | 


OFFICIAL CONTEST RULES 


i To enter, either fill out the Player’s Poll response 

card and vote for the Nintendo Power Awards or 
print your name, address, telephone number, and 
Vol. 58 on a plain 3 1/2” x 5” card. Mail your entry 
lo the address below. 
One entry per person, please. All entries must be 
postmarked no later than April 1, 1994. We are not 
responsible for fost or misdirected mail On or 
about April 15, 1994, winners will be randomly 
drawn from among all eligible entries. By occept- 


ing their prizes, winners consent to the use of their — 


names, photographs, or other likenesses for the 
| purpose of advertisements or promotions on behalf 


of “Nintendo Hower ” magazine | or ‘Nintendo of ‘ 


98. NINTENDO POWER 
) 


America Inc, without further compensation. Prizes’ 
are hmited to one per household. Chances of win- 

fing are determined by the total number of entrick. 
received The ratio of prizes to entry cards distri- 
buted 1s 151-1,000,000- No substtution of prizes . 


permitted All prizes will be awarded. To receive 
list of winners, which will be available after Apri 
31, 1994, send your request to the address = 


NINTENDO POWER AWARDS | 
PLAYER’S POLL Vol. 58 | 
P.O. BOX 97062 
REDMOND, WA 98073-9762 4 


Latins omen Aone 


i 
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FOR BEST OVERALL GAME 


Now «1's time to add stall up and choose the best game of 1993. Everyone will 
weigh the decision differently. For some players. the graphics and sound may 
up the balance, while others may prefer a game with greater challenge or a 
great character. Some games have a greal balance of all the categories, like our 
nominees for Best Overall Game listed below. 


i Magical Quest Starring Mickey Mouse 

Gi Super Empire Strikes Back 

Super Mario All-Stars Star Fox 

Gi Street Fighter I Turbo Mortal Kombat 
G Secret of Mana i The Lost Vikings 


ame 


Hi The Legend of Zelda: Link's Awakening 
i Mega Man IV Kirby's Pinball Land 
Mega Man HE ‘El Yoshi's Cookie 

@ Felix The Cat Kid Dracula 


mZPO wmVeNn 


ax 


<Ow 


Mi Battletoads & Double Dragon 
i Kirby's Adventure Mega Man ¥ 
Yoshi's Cookie BRC. Pro Am 
Ducktales 2 Fire 'N’ Ice 


\ » = 
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WIN 25 GAMES 


Win 25 Super NES games of your choice! 
You can pick the best of this year’s nominees or 
any other Super NES game that has been released. 


100 50 THI 
SECOND PRIZE PRIZE 
WINNERS = MINE 


: Win one of 50 
Win one of 100 Super NES games Nintendo Power 


chosen by Nintendo Power! Shirts! 
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MARCH 1994 
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A postholidoy buying spree hos mode Stor Fox the number one Dealer pick this month, but strong 
Ployer support keeps Mortol Kombat on top of the chorts. Newcomers to the Top 20, based on 0 Pro 
preview, include: Worio Lond: Super Morio Lond 3, Zodo's Revenge ond the incredible NBA Jom! 


(6 vais ) JURASSIC PARK 


for the fourth month in a 


ea (9 284%) SUPER MARIO KART 
10 | MADDEN NFL °94 
STAR FOX ectond's marine (11 S88) NHL STANLEY CUP 


against Andross ts sending [ 4775 
him soaring - the ehatts. ‘12 ee CLAY FIGHTERS 


Can he take the top? {13 POG NBA JAM 


THE LEGEND OF ZELDA: 4% x (14% STREET ICTR Hui 


The land of Hyrule needs « (115 ents) MARIO PAINT 
j; ers of evil. Are you that 16 Bins FINAL FANTASY 0 
ca (17 2%) FLASHBACK 
=) DISNEY’S ALADDIN! 18 se ) SPIDER-MAN KSENA Ma 
ee teks guest Ehamces F how youcancefeat Inter 19 cis | SUPER EMPIRE STRIKES BACK 


ag) Tezbo is bound vo | ay youre 20 3iei,) THNT TOURNAMENT FIGHTERS 
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AMI | =a ={e) f 


LINKS 
AWAKENING 


——S— 
y) THE LEGEND OF FD 


Sed Link’s latest adventnre 1s 
the toughest yet Wake the 

é€. | Wind Fish before it's too 
ae: 


A If Mario’s second adventure 
is this popular, hag w will 
yg. Vangie ¢ first adventure do? 


PS DREAM LAND 


~€ Don't sell Kirh: hy short This 
cute lithe puff hall 1s tough" 


| | Ah iO 

I a 

| (9) SUPER MARIO UND mI {TETRIS 
| 2 er E Poise sndse 4a) 
10726 ae favoriles with the eas] playing ut! : 

{ ayers 


TETRIS 2 


This game went straight to 
the top! The two player 
version of this game Is hot 


This game has gol to he 
good 1i"s heen on the Top 
20 charts for over four 
years! 


nad 
> THE LEGEND OF ZELDA 


Link always has hes sy 
age 
&| ready to save the a 
joa a What a guy 


ries ila & HE |MEGA MAN ZI 


i you thought Kirhy jan is always a 
Aan Boy game was crowd ae aser, and his 
good, you better try latest 1s the hest yet 

D ihis one! 


ve HARIO LAND 2: odin 1 


EE ne 
—+ 


“HETROID TE SAMUS RETURKS 


‘6 PINTS 


Sines | JURASSIC PARK 
8 ks) MORTAL KOMBAT 
Q Gii& | WARIO LAND: surcn wanio sano 3 | 
(10 Gu% | KIRBY'S PINBALL LAND | 
oe6-| DR. MARIO 
(12 canis | TETRIS 2 
(13 is | MEGA MAN TZ 
14 Se FACEBALL 2000 
(15 3% FINAL FANTASY LEGEND OT 
(16 poi | FINAL FANTASY ADVENTURE 
(917 Bick | YOSHI'S COOKIE 
18 Sz GOLF | 
(19 Sie YOSHI } 
20 Shi! MEGA MAN I } 


Ss 


{6 ee JURASSIC PARK 
(7 Sek TECMO SUPER BOWL 
(8 22% FINAL FANTASY 
9 28%! DR. MARIO 
10 Sikes) BASEBALL STARS 
17 ie | METROID 
a MONOPOLY 
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15 ons | MEGA MAN WZ 
(16.3% | DRAGON WARRIOR IZ 
17 sie | TETRIS 
18 S32.) MEGA MAN IZ 
19 Givi | SUPER MARIO BROS. 2 
20 Sits | LODA'S REVENGE: sr tones x 


VOLUME 58 101 


N 


MARCH 
1994 


W 


PLAYING 


LOOK FOR THESE RELEASES SOON 


ROMANCE OF THE THREE 


KINGDOMS III 


Company Koel 
Suggested Retail Pace - ° $7495 
Release Date = March 1994 
Memory Size sw == 4 Megabits 
Game type ‘Histonical RPG Strategy 


China in the second century was divided into warring fac- 
tions led by three great warlords and numerous smaller 
powers Koet’s latest exploration of this chaotic time puts 
you and up to seven more players in the positions of these 
leaders. Your goal 1s to unite the land, but the forces 
arrayed against you are daunting In addition to fighting 
your neighbors, you'll have to keep the affairs of your 
home territory in order Decisions must he made, turn-by- 
turn, to allocate funds for training soldiers, improving 
agriculture, upgrading infrastructure and more. Intrigue 
also plays a role, hecause players can plot and scheme 
agaist each other Diplomacy, spying, bribery and other 
means are available to the unscrupulous warlord 


Romance Ill has great depth 
for fans of this type of strategy 
RPG Battery backed memory Up 
to eight players can vie for 
supremacy 


An awkward menu item selec- 
tion process makes tt difficult to 
play this game because there ts no message telling you that a com- 
mand has been accepted You have to be a real strategy dia-hard to 
master this interface 


Company Acciaim 
Suggested Retail Price - $7495 
Release Date February 1994 
Memory Size 2 té Megabits 
Game Type. Arcade basketball for up to four players. 
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Tf you had the power of ten super stars, you might play like 
the guys in NBA Jam. It's the hottest game in town, and 
now it's available for the Super NES with a multi-player 
option that will blow you away. This month, Power jams 
with the best players in the NBA. 


Great graphics, cool moves, and totally involving action for up to 
four players is a hard combination to baat. 


The game lacks in these specific ereas none If you went a sports 
simulation, this game isn't it, but if you want fun, look no further. 


NDERCOVER COPS 


Compony woeelfOM 
Suggested Retail Price www $6495, 
Release Date ... March 1993 
Memory Size... 6 Megabits 
Game Type oo. ee eee s ing fighter for one player 


Lawless gangs have spread throughout the land and you 
must infiltrate them by beating their members senseless, 
Although your cever is blown in the first screen, 
Undercover Cops has lots of action in the Final Fight style 
Your three undercover cops have special moves like the 
Cat Pounce and Dive Bomber, plus individual super moves 
activated by controller combinations. 


Nice graphics (although the animation 1s stiff) and endless action. 


& There's nothing new about the theme or actton 


REN & STIMPY SHOW: 


FIRE DOGS 


Company ee THQ 
Suggested Retail Price Not ‘Available 
Release Date Mareh 1994 
Memory Size or of Megabrts 
Game Type Come achon 


Where there's smoke, there's fire, and where there's Lrou- 
ble, you're sure lo find Ren and Sumpy, In this two-part 
action geme, Stimpy firs! finds himself in a firehouse. His 
job 1s to gather up all the equipment missing from the 
firetruck, bul the fireman will do everything he can to stop 
him You have only a limited time to grab all the goods In 
the second part of the game. Ren and Stimpy try to catch 
items that are thrown oul of a burning building 


Good graphics, humor end sound A password feature is included 


EB Not much veriety The lime allotted for collecting items ts very 
short. The two levels ere repeated 


THE PEACE KEEPERS 


Company Jaleca 
Suggested Retail Price Not Available 
Release Date . -Mareh 1994 
Memory Size ¥ Megabits. 
Game Type Scrolling fighter tor up to four players 


The first fighting game to make use of the Multt-lap 1s The 
Peace Keepers from Jaleco. Up to four players can duke it 
out wilh a tuture corporate army. In addition to the stan- 
dard Final Fight-lype action, you can also square off 
directly against your friends in a Street Fighter I-type Vs. 
mode Some unusual features include 2-Player Hit. which 
allows partners to inflict damage on one another, Angry 
Mode, which makes you invincible when you're low on 
energy, and Color Edu, which lets players change the col- 
oring of thetr characters, Another novelty is that the game 
lels players choose various roules through the game for 
added depth and vanety. In addition to pretty standard 
fighting moves, the four Peace Keepers each have devas- 
iating special moves. 


SELECT 


% 
¥}. 


4P 


The first multi-player fighter for more than twe players Branching 
paths for more variety 


Fairly slow action and not ternbly challenging 


LEGEND 


Company . Seka 
Suggested Retail Price $59 95 
Release Dote Mareh 1993 
Memory Size .» . §&Megabits 
Game Type . Fontasy fighting action tor one or two players 


When Clovis, an ambitions pretender, seeks to use evil 
powers to corrupt the kingdom, you must restore justice 
with the power of your arm and your mighty sword. In 
Legend from Seika, you'll stalk through a world of 
medieval castles and swamps while men-at-arms challenge 
your every step Although the game plays much like any 
scrolling fighter. the feeling is quite dilferent and the 
graphics will transport you to another ume. Two players 
can play simultancously, collecting tems thal increase 
power or give you magical spells to use against stage-end 
guardians 


Good graphics The two player action is particularly fun. It's eesy 
to play, but not so easy te win 


EB II you pause for any reason, you'll ind yourself surrounded by 
enemies 


OBITUS 


Company ‘ Bullet- Proof Software 
Sungeted Retoll Price. ate - $59.95 
Release Date ~ Mare 1993, 
Memory Size 8 Megabits 
Game Type Adventure/RPG 


Although some stages of Obitus look like a first-person 
RPG game, this Psygnosis (of Lemmungs fume) computer 
adaptation 1s really an adventure in disguise. Your mission 
Is lo journey to the four towers and reclaim the gems, but 
the lowers are Ireacherous and the lorests between them 
are filled with evil creatures and hidden dangers. You'll 
collect weapons and items lo help you on your way, and 
the game’s manual includes an unusual amount of candid 
help lor lost adventurers 


A large world with lots of mysteries and adventure The castle 
intertors utilize a unique, 3-D perspective Battery backed memory 
Maps in the manual 


i The forest mazes can be very confusing Action area play control 
lacks quickness and precision 
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LOST MISSION WOLFENSTEIN 3-D 


eos ew Vic Tokal 

. Not Availabte 

Release Date.. Morch 1994 
Memory Size. ° -»-12 Megabits 
Game Type. .. .. .» RPG for one player 


Kyle, a fighter who 1s beset by violent apes, finds himsclf 
launched on an epic journey io restore the balance of the 
world from chaotic forces, Action includes exploring the 
game world, towns, castles, dungeons and so forth while 
gathering information and items for use in battle. Parties of 
up to five characters can go questing to build their experi- 
ence and gold. One unique feature lets you change a char- 
acter’s Skill ratings for maximum efficiency. 


Gi The game has enough depth to ksep RPG fens intarasted, but 
don't expect any of the flash found in Final Fantasy or Seventh Saga 
To speed up the game, thers ts an Automatic battle mode Battery 
backed memory 


Gi Uninspired graphics and standard RPG play Poor story transta- 
ton Japanese muzak music. The challenge comes from the seeming- 
ly endless series of battles 


ANDRE AGASSI TENNIS 


Company. i . JecMagtk 
Suggested Retall Price . Not Avaliable 
fare - Mareh 1994 

..4 Megabits 


fennis tor one of two players 


Take to the courts with Andre Agassi. This Pak lets you 
play men’s and women’s singles or doubles in exhibitions 
or toumaments. You can also practice your shot-making 
agaist ¢ ball machine or computer opponent. Two players 
can elso team up to challenge the computer at either a 
Professional or Amateur level of difficulty. At the 
Amateur level, the computer automatically selects the best 
shot. You just hove to get into position. The Pro level 
leaves it all up to you. 


Ei very challenging dua to computer players who seldom miss an 
easy shot Nice two-player options Good digitized voice calls the 
scora. 


Fh Urvealistic ball and player speeds Tha grephics ere smaller than 
pees any other Supar NES tennis game and the animation is 
choppy. 
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Company. . 5 .tmogineer 
Suggested Retail Price . ww 96499 
Release Date. oe » March 1994 
Memory Size ....... .8 Megabits 
Game Type «3-D aetion 


Imagine that you're in a fortress filled with the soldiers 
and secrets of an evil regime. The PC thriller comes to the 
Super NES in great shape Escaping from the maze may be 
well nigh impossible unless you bring along the Nintendo 
Power review. 


Smooth, fast-scrolling 3-D 
graphics and snemies around 
avery tum. 


The game has little variety 
Basicelly, it’s a matter of shooting 
everyone before thay shoot you. 
The storyline of the original PC 
game has been altered to omit 
some objectionabla matenal 


THE FLINTSTONES: 
THE TREASURE OF 
THE SIERRA MADROCK 


Company. aaqeee Taito 
Suggested Retail Pree ._. .Not Avaliable 
Release Date . Mareh 1994 
Memory Size. a en «8 Megabits 
Game Type Action for one or two ployers 


Fred and Barney must prove themselves worthy to ascend 
to the high office of Grand Poobah of the Water Buffaloes. 
To do it, they’ll have to make their way to the Sierra 
Madrock and find the treasure. Follow their petrified foot- 
steps in this month’s Power review. 


An interesting variation on 
the treditional action game 
which includes a dica roll that 
introduces a random element. 


Very slow action and the 
resulting poor control can be 
frustrating 


METAL MARINES 


COMPANY esse ese ae 
Suggested Retail Price .. 

Release Date 
Memory Size. 
Game Type. 


In the near future, you've been put im command of terrify- 
ing new weapons with which you must combat an imperi- 
alistic empire. Test your metal in 20 battle scenarios. This 
month's Power review will give you the winning edge. 


For @ strategy game, Matal Marines has lots of action, which adds 
to the fun You must act quickly and make strategic plans The con- 
cept Is unique and engaging 


The game has a fairly long learning curva Making targeting selac- 
tions can be awkward 


CHESTER CHEETAH 
WILD, WILD QUEST 


Company Koneka 
Suggested Retail Pree. Not Available 
Release Date Mareh 1994 
Memory Size 10 Megabits 
Game Type. . . Acton 


Chester Chectah returns lor his second Super NES action 
game. This time the funky tele has busted ou! of the zoo 
to search for the map to Hip Cry, USA—home to the 
coolest cats around This ts a basic platform game featur- 
ing lots of running, jumping and collecting items and pow- 
er-ups in ten levels. 


Ed Chester's moves ere greatly improved from the first geme, but the 
play control still isn’t vary tight. Good graphics and sound. 


El Not much chaltenge 


LETHAL ENFORCERS 


Company . Konami 
Suggested Retail Price Not Available 
Release Date February 1993 
Memary Size 16Megabits 
Game Type Shooting action far one or twa players 


Take the law into your own hands with Konami's adapta- 
tion of the hit arcade game, Lethal Enforcers Included 
with the Game Pak 15 a light targeting s1x-shooter The tar- 
gcl-shooting action takes place in scenes like a factory, the 
airport and in an ethnic urban neighborhood where crimes 
ure taking place Your job ts to blow away the criminals 
while sparmg the odd hostage or crvilian who comes tn the 
line of fire You can increase your fircpower and practice 
ona targel range 


Target shooting can be fun 
and tha digitized graphics are 
quite good. 


Gi Some players may find the 
realistic graphic nature of this 
game to be objectionable 
Although no blood ts spilled, the 
targets are very realistic 


HE U UCHABLI 


Campany Ocean 
Suggested Retail! Price $5995 
Release Date March 1994 
Memory Size 8 Megabits 
Game Type Target shooter for one player 


Bullets fy and gangsters bite the dus! when Elliot Ness 1s 
on the case: The Untouchables recreates the gun battles of 
the tireless FBI agent in his war against Al Capone and 


organized crime in Chicago of the 1920s Prohibition era. 
As you blaze away tn five levels, you'll have to seck cover 
where it's available and gather extra ammo, Capone's 
heavies will pop up from cover with their tommy guns 
ratchetmg Yes indeed, some like it hot. 


Good graphics and fun theme 


EB Very Intle vanety in the play No Super Scope option and aiming 
with a reguler controller ts dificult 


SUPER GOA 


Compa Jaleca 
siggsued Retail Pree jat Available: 
Release Date. - March 1994 


Memory Size 
Game Type 


The soccer craze continues with Super Goal 2, the second 
Super NES soccer title from Jaleco. and just in time for the 
1994 World Cup finals here m the United States This 
international soccer sim has all the regular leatures includ- 
Ing two-player options and @ password Look to the nex! 
Sports Scene for a full review of this game. 


Ef Play control is fairly easy for 
a soccer geme and the Al helps 
you out by positioning your 
teammates correctly A two- 
player vs the computer mode 


Gi The view, elweys from 
above the seme goel, doesn’t 
tee! as natural as behind-the-ball views or side views, especially 
when your team is moving towerd you on the screen Poor sound 
effects Itis difficult to judge the locetion of the high kicks 


CHAMPIONS WORLD 
CLASS SOCCER 


Company.» oe - Acelaim 
Suggested Retail Price «$59.95 
Release Dole... — March 1994 
Memory Size... 8 Megabits 
Game Type Soce erfor ‘one or twa players 


The international soccer craze continues with this offering 
from Acclaim Thirty-two teams. tournament or exhibition 
play and four languages are included There’s also a pass- 
word to slore your tournament progres 


EQ Good animation ts revealed in the highlight replays Good game 
options 


i Poor passing control datracts from the playability You seldom feel 
as if you are truly in control of the ball and your computer teammates 
don't help out by getting into position 
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The R-Type fighter has been unproved to meet the new 
threat from the Bydo Empire. One of the best space shoot- 
Ing series of games returns with the best title yet. This 
month’s review shows you where the aliens will attack and 
how you can blast them into hydrogen 


EB Great play control, excellent graphics and lots of challenge with 
no slow-down The game has an endless Continue so you can repeat 
en area until you master tt. 


Gi There are only six stages 


WIZARDRY V: 
HEART OF THE MAELSTROM 


Company .... . =. Capcom 
Suggested Retail Price - .» Not Available 
Release Date. vile .. Maren 1994 
Memory Size . 8 Megabrs. 
Game Type. .. RPG: 


The classic Wizerdry RPG series comes to the Super NES 
ina large, complex game from Capcom. You’ll go wander- 
ng through a fantesy world filled with monsters, but luck- 
ily you have compamons to take some of the heat. You can 
even create your own companions to suit your playing 
style * 


EX Customized partes. Dozens of spells. Bettery backed memory. 


i The geme hes e poor control interface, making commands difficult 
to execute Bland graphics for a 16 bit geme 


WHEEL OF FORTUNE 
DELUXE EDITION 


..Gametek 

- $5995 
March 1994 

4 Megabits 

» .Game show 


Once again it's time to buy some vowels and spin to win 
with the third Super NES edition of Wheel of Fortune from 
Gametek. All new word puzzles are featured in this game. 
which recreates the popular television game show. One, 
two or three players can compete without having to use a 
Multi-tap. 


New puzzles and easier game 
control than earlier versions 


Gi The sound and graphics are 


nothing special and add Ittle of 
the glitz of the television show 
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WARIO LAND: 
SUPER MARIO LAND 3 


Company .. - 
Suggested Retail Pnce. - 

Release Date ... 

Memory Size 

Game Type 


Wan stars in his own adventure. Determined to get a cos- 
tle of his own, no matter what the cost, he goes off to rob 
the pirates of Kitchen Island. Learn how you can joi in on 
this wild Wario adventure in this month's review. 


@ Excellent graphics and 
great depth of play Although 
subtitled SML 3, Werio Land ts 
much different than either of 
the other SML tiles This is a 
new game experience that 1s 
truly fun The bettary-saved 
memory meens you don't have 
to repeat stages endlessly 


i Some players might find Werio Land less challenging than other 
SML games because they can return to areas to pick up needed 
Items, just like in Super Mario World 


INDIANA JONES & THE 
LAST CRUSADE 


Company «2s. 0-. Ubi Soft 
Suggested Retail Price .. coe $29.95, 
Release Date i Jonuary 1994 
Memory Size. . | Megabit 
Game Type... Action for one player 


Indiana Jones fights through six levels of action while on 
the quest for the Holy Grail, This version is virtually iden- 
tical to the NES game previously covered in Nintendo 
Power Featured areas include the Circus Train and 
Brunwald Castle. 


EB Good challenge and greph: 
tes The password option mekes 
the game accessible to enyone 


Gl Poor hit detection can make 
hend-to-hand combat difficult. 
Short time mits on stages meke 
the game even harder 


Malibu Games 
-Not Available 
February 1994 
1 Megabit 
Action 


Smash TV type action comes to Game Boy with Malibu's 
Total Carnage. General Akhboob holds hostages and you 
have to gct them out by gunning down everything in sight. 


EB Continuous fast ection with lots of Power-Ups 


Gi Simphste graphics add nothing to the game 


ZOOL 


Company we. aw 
Suggested Retall Price 


Gametek 
$3495 

- March 1993 
1 Megobt 


Action for one player 


Zool 1s the ninja from the ‘Nih” Dimension, Protector ot 
Creative Thought and Defender of Positive Action. That's 
quite a title for any shrimpy alien, but Zool has earned it. 


His skills include jumping, clinging, sliding and using 
helpful tems like Bombs and Shields There are four plat 
form levels tor Zool to navigate 


EG Fairly good play control means 


Zool can get around easily 


El Most of the graphies are 
simple and derivative of Super 
Mario Bros. There are no great 


challenges in thts game 


ANDRE AGASSI TENNIS TECMAGIK | 2P-S | 2.9/2.7 |2.8 | 2.9 [TENNIS 
CHAMPIONS WORLD GLASS SOCCER ACCLAIM. _|2P-5/PASS! 3.6 | 2.5 |3.4|3.4 SOCCER 
CHESTER CHEETAH: WILD, WILD QUEST | KANEKO | IP | 3.4/3.3|3.2|3.3 ACTION 
THE FLINSTONES: SIERRA MADROCK | _TAITO | 2P-A | 3.5|2.7|3.1 [3.1 COMIC ACTION 
SEIKA | 2P-5 | 3.6|3.3|3.4 [3.3 [ACTION 
KONAMI | 2P-S | 3.4| 3.6 | 2.8 | 2.7 SHOOTER 
VICTOKAI _[1P/BATT| 3.3| 3.0 | 3.2 | 3.3 [RPG 
ACCLAIM | 4P-S | 3.9/4.4 |3.9 |4.4 |BASKETBALL 
| NAMCO_|1P/PASS. 3.3/2.3 3.8 |3.B STRATEGY 
BULLET-PROOF IP/BATT 3.4 |2.8 | 3.6 |3.6 ADVENTURE 
JALECO. | 4P-S | 3.3/3.2 3.0 [3.0 ACTION 
RIYPEDD IREM IP-A_| 3.8| 4.0/3.4 | 3.1 [SPACE SHOOTER 
THE REN & STIMPY SHOW: FIREDOGS | THQ —_IP/PASS| 3.5 | 2.7 |2.8 | 3.3 |COMIC ACTION 
ROMANCE OF THE THREE KINGDOMS IT | KOH —_[8P-A/BATT| 2.9| 2.1 | 3.4 | 3.3 |HISTORICAL RPG 
SUPER GOAL 2 JALECO _[2P-S/PASS| 3.1 | 2.9 [3.3 | 3.2 [SOCCER 
UNDERCOVER COPS IREM IP {3S 3.427 27 |ACION 
|THE UNTOUCHABLES —T_ OCEAN IP | 3.3/2.6 | 2.9 |3.1 |SHOOTER 
WHEEL OF FORTUNE DELUXE EDITION GAMETEK | 3P-5 | 3.0|3.7 3.0 |3.B | GAME SHOW 
WIZARDRY J CAPCOM _|1P/BATT| 2.8 | 2.4 [3.4 | 2.9 [RPG 
WOLFENSTEIN 3-D IMAGINEER |1P/PASS| 3.6 .9 | 3.9 |3-D ACTION 
UBI SOFT ACTION 
THA ACTION 
NINTENDO ACTION/ADVENTURE 
ACTION 


the categaries Title, Campany , 
and game type are self explana- | 
tory Use this Key ta understand ; 
Play infa. and the valuable Power | 


Meler ratings. 


S = SIMULTANE 


OUS 


A= ALTERNATING 
BATT = BATTERY 
PASS = PASSWORD 


P=PLAY CONTROL 
C=CHALLENGE 
T=THEME AND FUN 
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The game your Pak Watchers have 
been watching lor finally arrived al 
Nintendo of America alter two years 
of development at Nintendo Co Ltd 
in Kyoto, That was two years with 
hardly any word except that the game 
was going lo be huge No lie. Our 
unfinished copy of Super Metroid 
stands at 20 Megahits and it's likely 
to bulk up to 24 Megabits in the fin 
ished version Bul vast memory mus 
cle is the least of the great news fo 
Metroid fans For two years we won 
dered i the game would live up to the 
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A LOOK INTO 
THE GAMES OF 
THE FUTURE 


lay Control and innovation of the 
original Metroid game hit lor the 
NES Wonder no more The play con- 
trol is exceptional and Samus has 
more cool moves than ever hetore to 
hight her way past both familar and 
brand new enemies on the planct 
Zebes For instance, once you find 
the new Grappling Beam, Samus can 
swing Irom the ceiling over obstacles 
and enemies Even the orginal cle 
ments take on new forms, such as 
bubhle hatches that open up or down 
Nowhere 1s the blend of lamiliar und 


new elements so apparent as in the 
Opening moments o] the game in 
which you'll lind yoursell back in the 
ruins of the Mother Brain's chamber. 
After batiling a dragon-like alien who 
swoops out of the background using 
intensely realistic Mode 7 scaling 
Samus must relive the escape 
sequence from the orginal Metroid, 
only now the eseape tunnel rocks and 
sways as the base self-destructs, 1f 
you make out, Samus’ ship blasts 
out in front of the exploding 
base .and that’s ust lor starters, 


a 


PRESENTS MAJOR 


NINTENDO 


FEZ] KEN GRIFFEY JR. 


There huve been plenty of haseball 
games in video game history Some 
ol them had good pitching, batting or 
fielding Others concentrated on piv- 
ing players lots of stats There have 
even been hybrid baseball games like 
Super Basehall 2020 with robots on 
the field and those that emphasize 
one phase of the game like Relicf 
Pitcher. But never has there been one 
game that includes everything m one 
Pak-age, unul now. When Nintendo 
set out to make a haseball game for 
the Super NES, the word was to make 
it tun and inelude everything a base- 


Joe and Mac are back, and the action 
lives up to the graphics this time 
around What that means ts that in the 
original Joe & Mae: Caveman N 
ternific graphics knocked everyone's 
socks off, but the aetion was pretly 


ball lan might want. Since the pro 
ducers of the game are haseball fanat 
ics and game players, they didn’t 
have to go far for ideas. When Ken 
Gniffey Jr. joined the Nintendo effort 
last spring. not only did it add the 
name ol the most popular player in 
haseball, hut also his input: And with 
the Major League Basehall license 
came the real team logos and stadi 
ums 

Initially, your Pak Pitchers were 
most mpressed with the graphics and 
endless options, but after playing a 
games, we began to appreciate 


ouiff and the play contro} could have 
used some work. This time around, 
Data East did a great job tweaking the 
game so that at feels solid with good 
play control They included a bigger 
varicty of areas and enemies, too 


LEAGUE BASEBALL 


the variety ol action and depth ot 
play. If you want, you can become as 
deeply involved in the strategy of 
lineups. pitching change id base 
Tunning 45 a Major League mana; 
That’s pretty remarkable {rom a ga 
that strives lor an arcade-type feel 
with humorous animations and vore 
nessages It's been said that you 
can‘t be all things to all people, but 
apparently the developers ol Ken 
Griffey Jr. Presents Mayor League 
Baseball weren‘t listening. They were 
having too much fun putting together 
their perfect game 


TRY AGAIN 
TF YOU DARE 


There are even adventure el 
with shops to buy ilems, a pa 
to save your progress, and two-player 
simultaneous play It looks like Joe & 
Mac‘s best adventure so far 
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When your Pak Watcher 
Microprose was w Super 
NES version of Impossible Mission, 
the call went out immediately for a 
sample eon When 1! arrived, we 

ed by the adaptation’s 
graph und 
y WU erldec compare it directly to 


ing on 


s and 


(SZ) SUPER PINBALL: BEHIND THE MASK 


Video pinhall takes a step toward 
reality with this punhall simulation 


from American Technos featuring 
three games; Wizard, Jolly Joker and 
Blackbeard & In =f a tra- 


ditional pinball game on a anes 
s¢reen with complete control from 
flippers to tilt) Your Pak Watch 
Pinball Wizard was wowed by the 
graphics and sound, which sounded 
like they were taken straight from the 
arcade Using the Left and Right 
Buttons on the S Super NES Controller 
gave the feeling of real pinball. You 
can carn |-Ups and multi-ball play 


Malibu Games recently sent us their 
latest action thriller, Time Trax, in 
which Darien Lamhert, the fugitive 
retrieval officer ot TV lame, tracks 
cominals through ume and man: 
Hous situations. This action 
combined good graphics, music and 
play control. Selma, the computer 
aid, 1s on hand to help Darien's pur- 
suit of arch villain, Mordevat 
Sahmbi As Lambert, you'll have a 
laser pistol and items that you collect 
along the way Although the game 
play seemed pretty traditional, there 
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2) IMPOSSIBLE MISSION 2025 microrrose 


the classic computer game. which 4: 
included along with the nev 
enhancec rsion Wh 


you'll find in 
mn od 
puzzle-solving. Using 
haract you must hur- 
mare of areas, searching 
items and computer access 


both Impos: 
of action an 


me of three 
ry throug 
for usefu 


with precision shots and really wrack 
up the point total, but don’t expect the 
more adventure-ortented play of 
Kirby"s Pinball. Super Pmball, when 


was no let up in the action and 
Lambert has some good moves like 
the ability to climb many objects 
One particularly cool move 1s the 


Al various terminals, you can 
-ower-Ups by salving puzzles or 
little games Learning to sur 
ive in the maze of levels won't he 
asy with an army of robots on your 
trail and a time limit lor each 
arca .that’s why they call tan 
impossihle mission. 


AMERICAN 
TECHNOS 


it appears later this spring, will be lor 
the player who has always wanted a 
pinball game at home, but didn’t have 
the money or space for one 


Time Stall. in which everything but 
you slows down lor a short period ol 
time Malthu plains to have this game 
on the shelves early this spring 


Mr Nutv and Soccer Kid aren't the 
usual fare from movie-magnet Ocean 
of America, better known for Jurassic 
Park and The Addams Family. Your 
Pak Watcher first saw an carly ver- 
sion of Mr. Nulz over a year ago 
Even then the graphies had the rich, 
artistic cartoon look of games like 
Magical Quest Starring Mickey 


When your Pak Watcher first took a 
look at Sound Fantasy last fall, it 
wasn't clear how finished the game 
was. Now that it is on schedule to be 
released this spring or early summer, 
we thought we should give it another 
look and listen, Like Mario Paint, itis 
essentially a creativity tool, You cre- 
ate things with it rather than blast 
aliens, but there 1s an achon compo- 
nent You can also create pictures 
with Sound Fantasy, but the picture is 
only a means of representing cle- 
ments of sound Itke a note, instru- 
ment or beat, Moving over the images 


Mouse and Disney s Aladdin Mr 
Nutz, as can be seen here, ts a squirrel 
with a powerful bushy tail In addi 
tion to swishing enemies. Mr Nutz 
can huck nuts. swing, jump, and use 
objects found along the way Like 
sy. Mr. Nutz has an attitude—this 
18 one squirrel you don't want to 

s. Soccer Kid isn't a soccer game, 


are various bugs hke the Beathopper 


and Star Fly, which are like the pick 


strumming a guitar string—they 


cause the note. If all this sounds com- 


but an action 
kicks a soci 


ine staring a kid whe 
ball around, bounces 
on the ball and generally uses the ball 
to achieve his goals, pardon the pun. 
ft's a little bit strange, bul it was 
developed mainly for European and 
Japanese players who are real soccer 
nuts. Both of these should be out by 
the end of spring 


NINTENDO 


plex, it 1s, but the game has built-in 
samples and various modes that let 
you experiment with sounds in a truly 
unique environment 


For those of you who missed the orig. 
inal Donkey Kong Craze back in the 
early ‘80s, the idea 1s thal a grant 
ape—Donkey Kong— kidnapped 
Pauline, Mario’s girlfriend, and 
climhed up a building Mario must 
make his way up the building while 
avoiding traps and hazards. This 
game will be four Megabits, as large 
as Wario Land, and will contain a 
battery. The first stages duplicate the 
original arcade game, but the new 
Donkey Kong goes much further with 
a total of one hundred construction 


site puzzles, DK also will include 
adventure elements like hidden rooms 


CHAPTER O3-01 


and keys. Look lor 1 this summer 
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— PAK WATCH UPDATE 


Electronie Arts keeps Coming up with hits, which 1s 
Particularly Littung for Shag Attack, the preliminary 
name for the game in which NBA giant Shuquille 
O'Neil shows oll some awesome, digitized lighting 
moves. The Shay worked closely with EA Sports tc 
include fis unique attitude and hedy lang’ In relat- 
d EA news, former NBA mega-star, Michacl Jordan, 
‘ays in the game ina yet-to-be-named platlorm adven- 
ture. Jordan uses his hasketball skills to fight through 
levels of danger It's kind of weird, but no stranger than 
Ocean's Soccer Kid or US. Gold's Hiaricanes, a game 
which follows the adventures of a soccer tcam MLBPA 
Baschall ws the latest sports game from EA for the Super 
NES Although the iginally hoped to make MLBPA 
1 multi-player game, they didn't end up putting in the 
option, so it's limited to two-player action. Still, from 
what this Pak Watcher saw, there's plenty of action to 
be had The best part of the game 1s the lact that you get 
to use the real players Irom major league teams, even 
though you don’t get to use the actual teams The game 
has other EA standard options including full season and 
play-olf modes plus a password lor saving your 
progress 

Speaking ol sports, Gametek has shown Pak Watch 
us latest Jeopardy game—/eupardy Sports Edition, 
which should give sports fans plenty ol headaches The 
categories vary widely—Baschal] Nicknames, Golf 
ubs, Bowl Games, Football Initials and many more 
Gametek also unveiled its lirst game under the new 
Cybersoft lahel. Spectre is a virtual 3-D game that 
Places you i various levels where you must zap ene 
mies, collect fuel and ammo and then move on to the 
next level where the challenge increases 

Wild Snake from Bullet-Proof Software looks like 


i a 


MLBPA BASEBALL 


one ol] the hesi action puzzle games in years. 
Controlling the snakes as they fall from the top of the 
screen, you have to snake them into alignment so they 
disappear or cascade for points. Your Pak Watchers 
found the game to he as difficult to put down as Tetris, 
and little wonder, for the game was designed in Russia 
just like Tetris. 

B ball takes to the streets ma couple of games from 
Accolade and Virgin Games Jamont (catures school- 
yard ball hetween players of various talents Although 
the two-on-two game is where the action 1s, there are 
five b-hall games in all included in Jammu tn 
Accolade's Bardley Shnt Up And Jam!, Phoenix Suns' 
phenom Charles Barkley takes hus attttude and skill to 
the inner city courts trom Watts to Harlem It's two-on- 
two acuion like NBA Jam, but Sir Charles takes on the 
best of the “hood instcad of the NBA. This 1s the latest 
of the Sport Accolade titles, a series starring top 


ly 


CAPTAIN AMERICA 


EVE OF THE BEHOLODER 


NIN FFNDO POWER 


KING OF THE DRAGONS 


licensed athictes and the play-calling of Al Michaels. 
Hardball Hi will shortly join the line-up that also 
includes Brett Hull Hockey. 

Elsewhere in sports news, Sony's ESPN series gets 
onto the field with ESPN's Basehall Tonight. The 28 
teams are said to include complete 1993 player stats 
while the ESPN license comes into play with commen- 
tary by announcers Dan Patrick and Chris Berman. 
Sony's long-awaited Equinox has finally passed through 
bug-testing and 1s ready for retail. Nintendo Power cov- 
ered the excellent, puzzle adventure game back in 
January, 1993, Volume 44. Although Sony set a record 
for delays, they deserve credit for sticking by the game 
and getting the technical problems ironed out. The wait 
is ultimately worth 1. 

From Vie Tokai comes S.0.S , 1m which you must res- 
cue passengers and yourself from a sinking ship. Each 
time you play, the route changes due to different pas- 
sages flooding More adventure is avatlable from 
Capcom with the Super NES adaptation of Eye of the 
Beholder, a fantasy RPG, and King of the Dragoas, a 
fantasy Tighter. 

Game Boy fans can keep a watch out for two new 
titles dertved from Super NES games: Mindscape's 
Captain America And The Avengers and Joe & Mac Jr. 
from Data East. Stop That Roach from Koei may get the 
award for most surprising change of pace for a licensee. 
Although one might suspect that an RPG game about 
bug exterminators 1s behind the title, in fact it is a 100- 
stage puzzle game 

The ink has Iinally dried on a couple of deals within 
the industry, including the purchase of Microprose by 
Spectrum Holobyte and the acquisition of Extreme 
Entertainment by Absolute In both of these mergers, 
the parent companies have gained important game assets 
that will help them bring a larger variety of games to the 
market. At Acclaim, the search continues for the ulti- 
mate computer human motion simulator, In fact, 
Acclaim’s Advanced Technology Group of designers 
and programmers has made graphical leaps and bounds 
that leave observers in awe. A special award was handed 
out to Acclaim’s ATG for its “Duel” demo at Nicograph 
°93, Japan's largest computer graphics exhibition. The 
great thing about ATG's innovations is that the digital 
actor motion capture technique can be used for creating 
today’s state-of-the-art Super NES games as well as for 
tomorrow's ultra-realistic Project Reality games. 


FUTURE GAMES 


FOR THE 
Nama Approximate Raleasa 
Beavis And Buttheed Fall ‘94 
Beouty And The Beast Winter 34 
Bleckthome Spring ‘4 
Bubsy 2 Fell ‘94 
Ceptem Commando Spring ‘4 
Code af the Sregon Fall ‘4 
Oemen's Blazon Falt 34 
FireTeem Rogue Fell "4 
Fun ‘N' Gomes Winter ‘94 
Hardboll 1 Spring ‘98 
Impossible Misston 2025 Summer ‘94 
Joe & Mec 2 Spring ‘94 
Juggerneuts Fall 94 
Jungte Book Winter ‘94 
Ken Griffey Jr Presents Mayer Leegue Besehell Spring 34 
Kirby's Tee Shet Spring 34 
Knights of Justice Fall 94 
Knights of the Reelm Fall 94 
Liberty or Deeth Spring ‘34 
Lord of the Rings Winter 34 
Mickey's Ultimata Chatlenge Winter ‘35 
Mr Nutz Spring 34 
Natsume Chempronship Wrestling Spring ‘94 
NFL Querterbeck Club ‘Winter 94 
Ninge Warrior Spring ‘94 
Operation Europe. Spring 34 
The Pirates Ot ferk Water Winter "34 
Rargn Of Supermen Felt ‘4 
Rocko's Modern ita Summer ‘34 
Soceer Kid Spring 94 
Sound Fentesy Spring ‘94 
Speedy Gonzelez Winter 94 
Spike McFeng Spring 94 
Star Trek The Nent Generation ‘Winter ‘34 
Stunt Rece FX Summer ‘34 
Supar Adventure lelend I Spring 34 
Supar Metroid Spring 94 
Super Pinbell Spang ‘94 
Tarzan Fett "94 
Time Trax Spring 94 
Turn And Bum No Fly Zona Winter 34 
Vortax Fell ‘94 
XKalibar Winter ‘34 


GAME BOY 


Donkey Kong 4 Spring 54 
Home Alone 2. Kevin's Dream Winter "94 
John Medden Football Spring ‘34 


Itehy & Scratchy Mu 
Wono Lend Super M 


ture Gell Medness Spnag ‘4 
Land 3 ‘Winter 94 
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iP POWER CHALLENGE TRADING CARDS 


POWE CARD #111 joss POWER CARD #101 


: Hee p" NGA MANES 


{ ‘sacerncd In the 2st Coutury, society bas WEEN Soe t you win the Livers 
fallen une total chaos. Every city is ae armed 2 avery 
camp and the leading form of entertainment 1s the 
Battie Game. Mike Anderson doasn’ thnk ths 2 
four and he 18 ightag to change it Jom hun as he 
‘bates Anubis and his Chnetst 


ERE How quickly cxoyon dipatch she 
Giga Besp: Second Form? 
eviet —— Uador 290 


POWER CARD #8 POWER CARD #113 


\ BEcHNPTON ” You are io training as one of 
‘seven datenders of the Alpha inverse. Far? 
niffenma your group has protected this area 
‘egaunct all emveders, Part af pour traiiang means 
fighting your wey to the tog of Trad Tower Can 
‘you prove yourselt fo he the best? 


TQMMLLENCE™ Ip the Story mode cao you beat 
theso challenges? 
Defeat Vandal with Tacon 
difficulty Lovet 3 
Dofeat Aska with Teo on dilicalty 
tovelZ 


Become Champroat of Trial Tower 
wilh Tao ae difficulty Level t 


1993 Konami 
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iKen Griffey 


Just im time for the opening of baseball season, 


Nintendo and Ken Griffey Jr have teamed up to bring NEW i = 
you the hottest bascball game around! All of the teams 


and all of the stadiums have been packed into this 

great game Check out the action next month 

| Star Trek: | EMITS: 
oe 


The Next Generation 


J Turn & Burn: 


No Fly Zone 


X-Kaliber 
2097 


iTime Trax — 
: NEORMATION 


Mickey "s if you eae this month's Super Empire Sirkes Buck codes 
were cool, just wait until next month! Look for more great 
U ti | | m qa ted codes, including tte awesome 99 lives code! 
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PREVIEW oF 


SUPER 


et an in-depth look at the hottest 
game of the Winter CES, Samus 
takes on all of her old enemies in her 
triumphant return to the planet Zebes, 
Hf you call yourself a game player, you 
better noi miss this game! 


Only the b 
onto this page. 
Prove tt by 
Chatlenge 


me players a can sth ily 
‘ou think you're a hot player? 
eating the Power Player’s 


Having trouble with the classic game 
Crystalis? This special two-part section in 
Counselors’ Corner will solve any problems 
you’ve ever had with the game 


114. NINTENDO POWER 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out fo ail the people who make this possible. 
From the orginal editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www. retromags.com 


We are only interested in preserving classic magazines 
that are at least § years out of print. 


We have no desire or intention to profit from these In any way. 
So please, if you come across people trying to sel! these releases, don't support them! 


Thank You and ENJOY! 
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